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RICKV 


He's hairy, he's lairy, he's 
sinister and 
scary, that's 
the best way 
to describe 
ol' Richy 
Boyee. In an 
effort to 
"increase 
productivity" 
in the office. 
Rich has installed 
bugging devices in our teeth, 
and set up spy cameras peering 
over our shoulders to make 
sure we don't stop working for 
more than three seconds - and 
only then to drink coffee laced 
with truth drugs. Although he's 
gone back on the latter decision 
since Tom, tanked up on butyl, 
declared his secret passion for 
our illustrious Editor. 


snm 


Now summer's over, it's time for 
Sam to take her 
holiday. So 
where's it 
going to be 
then, Sam? 
Somewhere 
hot and 
sunny, like 
Morocco? Or 
perhaps an 
adventure-pocked tour of Africa 
with Operation Raleigh? "Ooh 
no, the sun's terrible for my 
complexion. I'd rather stay in 
with a bottle of moisturiser, and 
all that rough adventure business 
scares me awfully. No, I'm going 
to spend two weeks looking 
around Beatrix Potter's cottage. I 
hope I see Mrs Tiggywinkle, I 
love her. And that cute little 
bunny rabbit. Aw, I'm getting all 
exerted just thinking about it. I 
love furry woodland folk. And 
s^fairies". 


RRD 

Blimey, Rad has surprised 

everyone this 
month with 
his selfless 
devotion 
to duty 

^ general 

all-round 
nice-itude. 
Of course, it 
had nothing to 
do with the fact his birthday 
fell in this four-week cycle. Not 
that he was anglina for gifts at 
all. Oh no. Good job, really, 
because he didn't get any. 
Unless, of course, you count 
the brand-new alarm clock 
given him to replace the - 
ahem - "dodgy" one he 
previously owned which only 
went off one day in four. 


32K IS HERE 

nimosT 

Visitors to the ECTS trade show will hove hod their first taste of the 
Megadrive 32X system, due out in the next month. 

Having already seen just about all there is to see, I must admit to 
being both heartened and a bit worried about what I saw at those 
events. On the one hand, there's no doubt about the technical 
prowess of the 32X. Virtua Racing Deluxe is a considerable 
improvement over the SVP version, and looked most impressive. 

Star Wars Arcade is an admirable arcade conversion with the £150 
32X successfully emulating the £12,000 Model One coin-op. 

What worried me slightly was the fact that some of the software 
remained quite far from completion - and considering 
that the hardware and games were due in the shops 
just two months later than the ECTS, this was a 
cause for concern for many of the show's 
delegates, myself included. 

Well, the good news is that since the show, the 
project has moved on considerably. Virtua 
Deluxe and Star Wars are now both totally 
complete and ready for the machine's launch 
- and Doom is a lot better than the slightly 
jerky version seen at the ECTS show. 
Hopefully the game will be finished by 
the time we put the next Issue 

together, so we'll be able to bring 
you some exclusive coverage. 
Staying with the future. I'm 
sure you've already checked 
out the latest exclusive 
Saturn coverage we've 
managed to secure. 
Heading up our previews 
this month we have a look 
at Virtua Fighter, which is 
looking very impressive indeed. It 
looks and moves just like the coin- 
op - and being a CD product there's no reason why it shouldn't 
sound like the arcade machine as well. 

Here at SEGA MAGAZINE, we've been heralding the arrival of 
the new Sega 32-bit systems for the last six months - and It looks 
like the wait is finally over. And by all accounts, the wait has been 
worth it. 


RICHARD LEADBETTER 
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imosmmm 

Actually, that's a bit of a misleading headline, what 
with it not being true in any way whatsoever and 
everything. It was iust an excuse for a reference to an 
old 50s song we all hate. Anyway, what we really 
mean is Goodbye Jeff, Hello Petrea, which sort of fits 
into the same rh)4hm. Yup, our previous Art Editor 
and potential serial killer has gone to pastures new, 
only to be replaced by our old Australian mucker 
Petrea Doyle. Of course, we don't change staff lightly, 
oh no. Petrea's interview was held in a combat pit, 
surrounded by the corpses of previous unsuccessful 
applicants, where she was forced to defeat Jeff in 
single combat before claiming the job. And let's just 
put it this way. Scorpion from out of Mortal Kombat 
has nothing on her. So welcome to the team, Petrea, 
and please don't kill us. 


TOmiRYG 

Tom was made up this month 

when he and 
Rad met 
their 

childhood 
hero - 
Luke 

Skywalker 
out of Star 
Wars. Tom 
went 
overboard to 
impress the surprisingly 
diminutive star, shrieking 
"Eechootal beep beep! 
Eeeooowr' and shufriing round 
on his knees like R2 D2. Luke 
was particularly impressed 
when Tom poked him in the 
chest and shouted "Have you 
met Yoda? You're a little short 
for a Stormtrooper you old 
fart." Sadiv, the buHy security 
guards failed to see the humour 
in this situation. 


Poor old Jeff's been a bit quiet 
since we found 
and printed his 
k secret letter 
home to 
mummy last 
month. In 
fact, he's 
packed his 
Mac up into 

-^ his little 

spotted hanky on 
a stick and set off, Dick 
Whittington-style to seek his 
fortune. Except without the 
ington" bit. We'll miss Jeff. And 
his gun collection. And his 
guaranteed-to^offend Gangsta 
albums. And his iron-hard 
backhanders whenever anyone 
did or said anything. At all. 
Hooray I Bye Jeffl Ha ha I 


TOmmiiHOKK 

Toni's token another step towards 
rock 'n' roll 
immortality this 
month, hoving 
been signed to 
the mighty 
major label of 
Zok records. 
Yes, that's 
right, Zok 
records, home 
of... well. Slow Boot to Barnet to be 
perfectly Frank. Tom is over the 
moon simply because Zok rhymes so 
well with Rock, and Lord Zok, the 
manager, has a trusty assistant, 
Olivier, who wears leather kecks 
and has a goatee. In preparation for 
his surely forthcoming career as 
Rrok Star, Tom has spent the last 
four weeks studiously practising 
drinking Jock Daniels, throwing TVs 
out of the office window and 
shoving goldfish... well never mind 
that last one. 


PETRER 


You moy hove noticed there's o 
new addition to 
the team this 
month, the 
lovely 
Petrea, 
everyone's 
favourite 
Antipodean. 
Of course, 
we're sayina 
this because if 
anything she's 
even scarier than Jeff. She 
doesn't even need shooters, this 
one. Write one line too many 
for a Showcase and that's it, 
she'll rip out your windpipe 
with her eyebrows. Gooci grief, 
if she catches me writing any of 
this. I'm a dead man. Please, if 
you're out there reading this, 
help us. God, help us. 


CHLLIR6 RLE RRRROCKERS 

Those mighty worriors of the Metal Crusade, Slow Boat to 
Barnet, have just announced their brand-new European tour 
dates. TheyVe playing the London Monarch on the 16th of 
October, which is actually someone's birthday party, but just 
say you know us and you'll be alright, and also the Bull & Gate, 
which is in good old London Taaahn as well, on the 4th of 
November. Support will come from a band less famous and 
popular than SBTB, if they can find one. 




















SPECinL! 



oauHi 

This 24-meg version of Virtuo Racing 
looks like being one hot cartridge. 

Original programmers, AM2, have taken the SVP 
version back to their labs and expanded on it 
heavily. What we have here with the 32X game 
is a 25% smoother, 100% more detailed version 
with two extra tracks (making five in all) along 
with three cars to choose from. 

Whilst the new tracks are a very welcome 
addition, we think if s going to be the new cars 
that make the most noise in this new version of 
the arcade classic. Whilst the Formula One cars 
remain, players also have the opportunity to try 
their hands at prototype cars (sort of like the 
machines you see in the Le Mans race) and 
stock cars. 

The new automobiles couldn't be more different. 
The prototypes are super-powered mega-cars, 
capable of incredible speeds, but not much cop 
at all if you're interested in taking corners. The 
stock cars, by stark contrast, are the opposite. 
They're the slowest of the lot, but have 
incredible cornering capabilities - making them 
superb fun to play with. 

The two extra tracks comprise of a very nasty city 
course (which sports more than its fair share of 
90 degree turns), along with a sandy desert 
track. The gome is complete so expect a full, 
make that exclusive, review next month along 
with a brilliant showcase. If you thought our 
original VR showcase in issue four was good, just 
you wait for this... 



A Spot the odd one out. 
That's right, the top one 
is a piece of land. 


A The alhnew prototype car racing through the also alhnew 
desert course. If s almost like an entirely new Virtua game. 









































If there's one game that's going to make or break the 
32X, it's Doom. 

This game is one of the most technically incredible 3D blasters ever 
devised for home play. The aim of the game is incredibly simple. It's a 
case of you, the player, entering a stunning 3D world and taking on the 
zombies and demons that infest it. Helping you out is a vast range of 
superlative weaponry including pistols, shotguns, chain guns, plasma 
guns... there's even a chainsaw. And if that doesn't appeal to you, there's 
always your knuckle-dustered fists with which you can bludgeon the 
demons to death. 

I own a 486DX2 PC and I'm a big Doom fan... and what I've seen of the 
32X version is enough to convince me that the 32X has a big future. 
Originally slated as a 24-meg cart, the latest versions of this classic title 
have been put on a fully populated 32-meg board • making this the 
biggest 32X cartridge currently in production. 

It should be great and of course SEGA MAGAZINE has the exclusive. 
Check it out next month. 
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Porkins, Fatkins, 


With a coat of blubber, hoho! 
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Look at the size of that thing! < 


1.6 million polygons, eh Artoo? Peep vroop toot. 


Virtua Racing Deluxe may be a pretW hot game, 
but many d^egates at the recent ECTS show 
were bemoaning the fact that the 32X version 
still isn't as detailed as the original coin-op. 

This, they speculated, proved that the 32X hardware wasn't up 
to the job of emulating the latest polygon-based arcade 
games. I get the feeling they could well end up eating their 
words when they see the finished version of Star Wars Arcade. 
The game is now complete, and looks far better than the 60% 
complete version revealed at the recent ECTS trade show. Just 
about everything from the coin-op is in there, including the 
two-player mode. What's more, the game looks very similar 
indeed to the £12,000 arcade game, with only some detail 
missing. 

Even better is the news that the 32X version contains two 
different versions of Star Wars. You get a nigh-on perfect 
conversion of the arcade machine along with a specially 
enhanced 32X version which features extra levels and a higher 
level of difficulty. In keeping with the Star Wars films, the 
simultaneous two-player option puts the players behind the 
controls of a Y-Wing fighter (since the X-Wing is only a one- 
man craft). 

Star Wars certainly looks most impressive - there's even a bril¬ 
liant, fully sampled rendition of the John Williams music, 
which is just superb. Look out for a full review and showcase 
in the very next issue. 















This game is 
one of the 
smallest 32X 
cartridaes 
currently in 
development, 
weighing in at 
16-megs. 

Super Motocross is 
a sprite-based 3D 
road racer that 
effectively uses the 
32X's sprite scaling 
abilities. Little more 
is known about the 
project, aside from 
the fact that the 
ability to shift your 
view Virtue Racing 
style is included. 
Check out the pics 
and ready yourself 
for more in-depth 
coverage soon. 




▲ I'm serious son, if you don’t bring my bike 
bock right now, I'm gonna break your legs. 


■mnnns 


This is still the only 
32X CD Hrie to be 
shown to the press - 
in video form. 

We've shown you just 
about everything there 
is to see, but latest 
video footage includes 
scenes never seen 
before (a sequence of 
which we're happy to 
print for you here). This 
should be bigi 



A Incredible rendered graphics, but how 
will it play? We've yet to find outi 


































GOIT'S GRERTEST 


All that 32'bit technology 
brought down by one awhil 
orange cardigan. 

That orange cardigan once 
again in all its 32*bit glory. 


One of the best-looking 32X games currently in 
the throes of development is Golf^s Greatest 36 
Holes (which is also heading for the Mega-CD as 
well). Endorsed by top golfing person, Fred 
Couples, the game is shaping up extremely well. 
Because the game doesn't rely on an exceptionally fast frame 
update, the 32X's full capabilities can be used to create lovely 
looking landscapes. Both light-sourced and shaded polygons 
are used in conjunction with the 32X's sprite scaling facilities in 
order to create some superb visuals. 

The programmers have also incorporated some extremely 
smooth golfer animation too, which is for superior to any other 
golf game to date. 

There's no doubt the game looks brilliant, but we'll have to 
wait and see if the gameplay matches the excellence of PGA. 


So when can you get your hands 
on this incredible 32-bit technol¬ 
ogy? Well, Sega's release plans 
at the moment (which are, of 
course, subject to change) are as 
follows. The 32X will be in the 
shops about mid-November, 
together with two releases - 
namely. Doom and Star Wars 
Arcade. These titles will be joined 
within weeks by Virtue Racing 
Deluxe and Super Motocross. 
Sega hope to follow up those 
four titles with the CD releases 
such as Fahrenheit and Shadow 
of Atlantis, but no firms plans 
exist as of yet. 


ROll-OUT 


A One day, well all exist a virtual world. Yes, we will. And all thanks to 32X. 


























































Already hailed as game of the year by PC 
magazines the world over. Theme Park is to be 
developed for the Megadrive too, due for release 
in early 1995. 

And although the Megadrive has seen many different 
strategy sims in its time, you can be sure that you've never 
seen anything quite like this before. 

The game sees you designing and taking control of your 
very ov^n theme park, v^here you not only make decisions 
regarding the types of rides allowed, but also get to make 
important management decisions too, such as deciding 
staff wages or designating how much ice should be put in 
the cola. And just as in real life, if you mess your punters 
around too much, they'll simply stop visiting the park, 
resulting in huge losses of your hard earned cash. Of 
course, you can always make adjustments to your pork, 
which is where the game's main challenge really comes 
into play. 

Featuring 27 different rides, with 24 park locations and 
literally thousands of game variations. Theme Park is even 
bigger than the PC version released earlier this year and 
with its original concept (for the Megadrive anyway) it will 
no doubt sell by the truckload. Look out for lots more news 
In the very near future - this Is going to be BIG. 



A Water slides and fun rides. Enjoyment for all the 
family. Or death if the machinery rails. Smart eh? 



FOR IRE DELHV 

Rise of the Robots, previously 
scheduled for a Christmas release, has 
now been delayed until February next 
year, at the very earliest. 

Although there's no definite explanations 
regarding the hold up, it seems the programmers 
are working on some fundamental flaws in the 
gameplay and are sprucing up the graphics too. 
Anyway, here's a couple of shots of the current 
version to keep you going. Don't expect to see any 
more for quite a while... 


BflminciTouT 

If you thought Battlecorps was the ultimate in robot warfare, 
prepare to be even more amazed by Sony's latest offering, 
Battletech. Due to be released on the good old MegadrIve at 
Christmas, the game takes a Desert/Jungle/Urban Strike 
approach, with 25 structured missions, five different war zones 
and loads of weapons at your disposal. As in Battlecorps, youVe 
able to walk in one direction while spraying bullets in the other, 
but this time there's a two player mode with one person 
controlling the steering and the other, the weapons. 

With so many features and the chance to launch full attack 
missions on other similarly violent nations, plus the inclusion of 
some rather smart graphics, this could be an essential buy for 
strategy fans this Christmas. More news soon. 


i i 






• Battletech. 
Can it beat 
Battlecorp in the 
fighting-robot 
game stakes? 
Find out nearer 
Christmas. 






































’Cos it’s not going to be easy..j 

Unless, of course, you’re used to dealing with a disaster-sti'uck ocean 
liner, like the S.S. Lucifer, that’s sinking fast, crammed full of hundreds 
of panicking passengers all of which need rescuing. Not to mention 
hazards like crushers, acid vats, explosions, collapsing floors, jammed 
doors, conveyor belts, blazing fires and hundreds of tons of gushing 
water - all of which spells doom for the dim passengers. Unbelievably 
frantic gameplay in the year’s most gripping challenge game - it’s all 
aboard the S.S. Lucifer! 


“Could be one of the most addictive 
games you’ve played for a long time’’ 

Sega Pro magazine 
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A Once smart clothing/ now cheoply embroidered. 


A Lovely trees, o rocky floor. All this thonks to texture-mopping. 


ELECT —I 

0 

SHUN 


AKIRA 


A One of the new 
chorocters. Who 
is he? And which 
of his parents has 
been murdered? 


URf un HGHrat II 


BmuauemnmB 


The sequel to one of the most innovative combat 
games ever has been revealed to the Japanese 
press at the recent JAAAAAA Show. Of course, 
SEGA AAAGAZINE had a representative there. 
Virtue Fighter II is based on Sega's new Model 
Two arcade technology, providing over 300,000 
texture-mapped polygons every second. They've 
been put to good use in Virtua Fighter II. The 
new game is twice as detailed as its predecessor, 
but looks even more complex owing to the subtle 
use of texture-mapping and gouraud shading. 
Sega's AM2 coders have even added two extra 
characters - an old man and a Street Fighter Ken 
lookalike. 

We're going to be investigating the game in 
more detail as soon as it arrives on these shores. 
In the meantime, check out these pictures. 


You know, here at SEGA A^GAZINE we're really into X-Men. The comics are fab (well, they used to be 
when we still read them) and the cartoon series, currently showing on Live and Kicking, successfully 
captures the spirit of the originals perfectly. Well, we think so anyway. 


compooni 

This compo is a bit of a sequel to lost month's Ponini 
Sonic giveaway, but this month we've gone one 
better! We have an incredible 400 X-Men albums to 
give away, each with a massive 20 packs of stickers. 
These albums are actually quite jolly, successfully 
chronicalling the first bunch of animated episodes 
from the cartoon currently being shown in the BBC. 
All you need to do is answer the following, 
shockingly easy question: 

imun B iHE nami OF THE imm 

UMOFOmiBITIIEIHliei? 

Send your answer in to X-MEN PANINI COMP, SEGA 
AAAG^INE, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. The draw takes place on 30th 
November. 


tomponuo 

This competition could see you getting your hands on 
some of the super-smart, very collectable X-Men action 
figure related toys. As you can see, the range is pretty 
extensive with both 5" and 1 2" figures, cars that weren't 
even in the comics, pocket comics and a lot more besides. 
We have several goodie bogs packed with X-Men gear to 
give away. All you have to do is answer the following 
question: 

UMm K-nVIl B FimBI HIR MS INM^^ 
mumniiBMicMnuiv? 

Write your answer down on a postcard along with your 
name and address and send it to X-MEN ACTION 
FIGURES COMP, SEGA MAGAZINE, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. The closing date is 
November 30.th. 































































'/UU^LLLt 


“A refreshing new approach to the genre, 
a great real driving game... we like it!” 

MMS 


*‘lt’s fast, furious and most 
of all, fun!” 

SEGA PRO 


■SEGA', MEGA DRIVr, ‘GAME GEAR' mrm tradMnarAs of S«fia Enterprisas Lid. 01»M S*«« Enterprises Ltd. Ninlendo<(». Super 
Ninterido Entertainment System*** and the Nintendo Product Seals and other marks dssipnated as 'TM* are trademarks of NInterrdo. 
01994 Rage SoHware Ltd. 01994 U.8. Gold Ltd. All rights reserved. Published by U.S. Gold Ltd., Units 213 HoHord Way. HoNord, 
Sirmingham 96 TAX. Teb 0121 625 3366. U.S. Gold is a registered trademark of U.S. Gold Ltd. 



























Sega of Japan'! elite deuelapers, Rinz, are currentiv uiarking at maHimum 
uiarp to complete the Saturn uersion of Uirtua Hghter in time for the system's 
Japanese iaunch in Houemher. 


By all accounts, the game is shaping up extremely well • just take 
a look at these latest screenshots released by Sega of Japan. 

AM2 have doubled the resolution of the game's display, making 
the game look virtually identical to the original arcade game. The 
coders are now satisfied with the overall detail of the game - and 
although there are some discernible differences (detail on the 
characters' hands and suchlike), the smoothness of the coin-op 
has been retained. As promised by Yu Suzuki, head of AM2, 
every single move from the arcade machine has made its way 
into the Saturn game. 


From the looks of it. Virtue Fighter is nearing completion. AM2 
have even included the game's initial character select presenta¬ 
tion screens, which really highlight the amount of detail given to 
each character. 

Sega of Japan are so confident about the closeness of the con¬ 
version that they've even issued coin-op equivalents to every 
Saturn screenshot. Comparing the two shows just how brilliant 
this conversion looks. We've printed a couple of the comparison 
shots so you can decide for yourself. 












































WORK in PROGRESS 




Jacky - perhaps 
the most rounded 
Virtuo Fighter of the 
lot. Here's his stats 
screen from the 
Saturn version. 





A Koge's Saturn 
stats screen. 
Althouah very simi¬ 
lar to the coin-op/ 
there are minor dif¬ 
ferences. But not 
many, to be honest. 










A very fine 
sequence of 
Virtue combat 
between Wolf and 
Lau/ taken from 
the forthcoming 
Saturn conversion 
of Virtue Fighter. 
Looks like being 
one fine game. 


As promised, 
AM2 have 
managed to cram 
in all 700 or so 
combat moves 
from the the 
Model One arcade 
game. And does¬ 
n't it look ace? 










































































































Woah there Ooc, 
you’ve got my boot* 
lace caught on your 
sleeve. Hey stop it, 
you'll do me a mischief. 


Wolverine gets shot, but still carries on. 
Don't try this at home. 


tt you asked the ouenige man in ttie itreet to 


nome a nmla dioraitBr, It's a fair bet they'd 


soy "Get out of my way, I'm In a hurry.'If you 


ashed 0 friendly man hi the street the reply 


would surely be one of either Superman or 


SpMer-nian. However, If you osked anyone 


almost certain that they would gush "Ulhvi 


Ulolverine of course. He's my absolute 


favourite ond I love hbn, even though he 
Isn't rear. 

When it comes to imaginary superheroes, Wolverine is actually more 
popular than Spiderman, or Superman for that matter, and his 
comics generally pick up lots and lots of awards every year. How 
has this stubby Canadian captured the public imagination so? Is it 
his natty costume? His nice line in cigar-chomping one-liners? 
Actually, we reckon it's a safe bet it's because he kills lots of 
people with his razor-sharp clav/s (all villains of course, so they 
deserve it). 

Wolvers has made a co-starring appearance on the Megadrive 
already, in the X-Men game, but now Acclaim have seen the full 
potential of a homicidal hero in the world of video games and 
given him a title of his very own. A lot of work has gone into 
developing the character and his abilities to make him as close 
as possible to the loveable psychopath featured in the Marvel 
titles. As such, Wolvie has a wide range of combat abilities with 
which to kill and maim the many foes he encounters in his 
travels across the platform environs of his new cart. Of course, 
there's more to the game than just killing people. Wolverine also 
faces a number of logic-based puzzles and rock-hard platform 
configurations between slayings, just in case you're a closet brain 
fan.Wolverine is certainly a strong license, and has the potential 
for plenty of violence and bloodletting which should attract non¬ 
comics fans as well as life-long X-Men die-hards. 


out for the anorak, it's 0 dead giveaway) it's 


with ony interest in comlo whatsoever Hook 


Wolverine 
has a bit of 
o nop before 
setting off 
on his latest 
adventure. 











































Hundreds 
of top-selling games 

at Vi price. 

(They won’t take 
megabytes 
out of your dough.) 



Whatever your system there are hundreds of top quality games to choose from 
in the Woolworths Vi price software sale. 


WOOLWORTHS 
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All Items subject to availabiiity 


irS RIGHT UP YOUR STREET. 








A friendly game of 
"Aeroplane" takes 
place in the ring. 

Coco the Clown - 
available for 
weddings, christenings 
and ritual beatings. 


He's going for the 
pin, but that blond 
geezer's got a chair. 


Ooh, that gotta 
hurt, as the saying 
goes. 


A quite ironic 
reversal of fortune in 
evidence, here. 


lUhots the point of those giant foam 
pointy-finger imilf gioue things yoo 
see kids uieoring uiiien they're in the 
oodience for o uirestling motdi? it's 
the some uiith Giodiotors, isn't it? 
Hoppy-ioohing iittle ihiidren oUKrioos 
to iioui daft thot poiyurethone dehn^ 
niity they're sporting ioohs, uiiggiing 
their giant styrofoam digits around 


iike mod things. 

Some poor badgered parent has obviously just spent five quid 
on this piece of tat, and it's quite likely they're wondering what 
the point is as well. And it's beyond the shadow of a doubt that 
question also arose In the design meetings for WWF 
Raw, as these oh-so-ubiquitous objects of para- 
phenalia are conspicuous by their absence from this 
latest In Acclaim's line of wrestling titles. 

Every other aspect of wrestling, however, has appar¬ 
ently made it through intact. This new game boasts 
more options and game styles than any previous 
effort, along with the de riguer selection of real-life 
wrestlers, who all look very silly as per usual. 

Although, of course, you wouldn't like to mention it 
to their faces. There promises to be a plentiful sup¬ 
ply of all your favourite preposterous pretend 
wrestling moves, and each character is armed with their own 
special signature move, faithful to the one they pretend to use 
in "real" life. Of course. If this Isn't quite violent enough for 
you, it's always possible to climb out of the ring and smack 
each other with chairs and buckets, or beat up the referee if 
you're a particularly strong anti-authoritarian. 

WWF Raw also features the advantage of four-player tap com¬ 
patibility, meaning you and three of your pals can have 
marathon button-hammering sessions as you attempt to gouge 
each others' eyes out. It's possible to pit all four humans 
against each other, or have them team up against a common 
enemy, although you'll still end up scrapping between your¬ 
selves whether you like it or not. 

At the moment, WWF Raw is still in the early stages of develop¬ 
ment, but you can rest assured a full SEGA AAAGAZINE review 
will appear as soon as possible. 


i 


A That's a 
nasty-looking 
snake bite 
you've got 
there, feller, 


^ Random 
violence 
strikes again. 
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G€t ready t^ rumble! 

Kick Off 3 - european Challenge doesn't 
give a F*F* for any other soccer game. 
You know it kicks ass! 

There's more to Kick Off 3 - European 
Challenge than just hitting buttons and 
waiting for things to happen. 

You control the machine - it doesn't 
control you. 

Can you handle it? 

^^e and have a go if y^ think you're 
^ard enough! 
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Released to wide acdoim last year an 
the Rmiga and PC Cannon Fodder is 
one of the most refreshing biosting 
gomes to surface for o long time and 
if s coming to the Rlegodriue. 

The puts you in command of a smolTstrike force, whose job it is 
to infiltrate enemy territory and perform various missions in a 
range of territories (although it usually involves blasting the 
seven shades of shinola out of enemy troops). The game is 
played out on an eight-way scrolling backdrop, using a point- 
and-click interface. Basically, you move the point where you 
want your team to go and press the A button to move them. 
Alternatively, you can press the B button to unleash the full 
might of your machine guns on whatever enemy sprites you 
may have targeted. If you've collected hand grenades (very use¬ 
ful for blowing up buildings) press both buttons to propel one 
towards the enemy. 

Originally coded by Sensible Software, undoubtedly one of the 
best aspects of Cannon Fodder is its twisted sense of humour. 
Using your machine guns on fallen enemy soldiers sends them 
flying back into the air. You can even wound enemy soldiers, 
resulting in an extremely unrealistic series of yelps. 

Here at SEGA MAGAZINE we've had a preview version to play 
for the last week and we reckon that it's basically brilliant. 
Expect a showcase and review in our January issue. 


mm 




M Great scott! 
We've stumbled on 
a whole nest of 
Jerry vipers. Dash 
QueensDury Rules, 
I'm going in there. 



▲ Finest selection of 
shrubs this side of Kew 
Gardens I think you'll 
find, old chap. Oh yes. 






A I say Morris, are you smoking that 
wretched pipe of yours? Grief no, if s 
Fritz working on my shed! 






































EBNIE ELS 

Golf 


t 

Codemaslers Software Company Limited, Lower Farm House. Stoneythorpe. Soulham. Warwickshire CV33 ODL, U K. Tel: 0926 814 132 Fax; 0926 817 595. 
iS!riff ® Codemasters Software Company Limited 1994. Codemasters, Sportsmaster, Pete Sampras Tennis and Ernie Els Golf are trademarks being used under licence by C ode 111 asters 

i .rww^ j-mmrr- * r.jr.T^ Codfimaslftrs .Softwam Cnmnanv I imited. Seoa and Game Gear are trademarks of Seoa Enterorises Limited. Codema.<;ter5; is ii.<;inn the trademarks oursuant to a licence. 


SEGA 


mckidB 

64K-BIT 

(3RAPHK$ 

CrtP 


Includes 
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Challenge Ernie Els - the man with a drive like an Exocet - 
in this realistic and gripping golf experience. Compete on four 
3D rendered courses, with rotoscoped player movement, 
and seven game styles. Ernie Els Golf ls total golf. 






Pete Sampras’ serves can turn a ball ballistic - fearsome | 
forehands, blistering backhands and skillful lobs - this is pure 
tennis action! Complete with 30 different competitors and an 
innovative 2-player option. Prepare for a smash! 


SAMPRAS 


GAME GEAR 


•i-JL 4 *-2.' 

ffICVIOUS SETS CAtlES FOIMTS 

ASM . R i a, 30 
DAVE. Si - S MO 
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IttI cross court 


CHRMPION! 


FON M>T ON TMf 

SEGA 
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Hh SDU^ when o young 
mmSphcyturnito 
thou^its of loue ond oil that 
EKcept it's artunlly autumn, 
two seasons out of dote, but 
judging from our mailbag 
recentiy fancies are turning 
oil ouer the blimming place. 
Obuiously the sheer talent 
and downright beauty of the 
5EGII milG team con some¬ 
times be 0 bit much, much us 
we enjoy receiving letters 
on affairs of the heart on 
sad perverted requests such 
os "Female pen pal wanted, 
must hove broad mind and 
Wg knockers. Ulrite to Carl, 
age 9" perhaps it might be a 
good idea if a few of you 
invested some time in a cold 
shower, or a brisk jog. 
Perhaps you could try think¬ 
ing of nuns. Rlthough that 
might not be o good idea, 
ipther. Any woy, if oil else 
foils, you know you con 
always write to us, we're 
your Md||iid we won't tell 
anyodflfcept the thou¬ 
sands of people who read 
the mogl. If you fancy open¬ 
ing your heart to us, write 
to UIHOOPS! THERE GOES f HE 
HEIGHBOURHOODilEnaiS, 
SEGR mRGnZinE, 30-32 FRR- 
RinGDoninnE,ionoonEnR 
3nu. Thank you. 


/^REVOUnilBUnDED? 


DEAR SEGA MAGAZINE. ^ 

What is wrong with you and your readers? Do you slag 
off Digitiser because you have an inferiority complex? 

Are you all blinded by Sega's marketing hype, or scared 
that you'll be shunned if you give one of their big titles a 
score below 90%? Digitiser is the most refreshing com¬ 
puter read since Big K in the Eighties and always good 
fun, which is what computer games are all about isn't it? 

I agree that Sonic 3 was way too easy, and I also think 
many of the mags overrated it. I would give it about 
80%, because it's too small and too easy, therefore poor 
value for money. I'm not saying it wasn't fun while it 
lasted though. Digitiser is something precious. It's multi¬ 
format, so it's unbiased, it doesn't hare to pander to the 
whims of hardware and software companies, as it has no 
vested interest ie selling ad space to survive. This allows 
Digitiser to tell it like it is, and lastly it's free. Zippo, zilch, 
nothing. Available to all for nowt. treasure it - don't 
destroy it. 

Mark Shaw, Cannock, Staffs. 

SM:Good grief, have we ever had enough of hearing 
about Digitiser. Look, we haven't got anything against 
Digitiser. They're probably all kind to their mothers and 
give all their pocket change to charity. They do, however, 
have a noticeable Nintendo bias. As for your comment 
concerning the sale of ad space - we have an advertis¬ 
ing department to deal with that side of the operation. 
Sega advertising and marketing considerations have no 
effect whatsoever on the editorial content of this maga¬ 
zine. And if anyone wants a fight they can call Jeff. . 


OH GOD 


DEAR SEGA MAGAZINE, 

Please, please answer my questionsi 

1 Why are the games getting so expensive? 

2 Will Tails ever star in his 









own game? 

3 Which is the best. 
Mortal Kombat 2 or 
Super Street 
Fighter 2? 

Your magazine is 
great. Keep up 
the good work. 
Daniel Francis 


SM:You know, 
this really is the 
lowest com¬ 
mon denominator as far 
as letters to videogames magazines 
go. It's got all the pleases at the start, a crafty 
"Keep up the good work" - hell, it even asks which is 
better. Mortal Kombat or Street Fighter 2. Indeed, this 
letter combines so many generic and over-used aspects 
it's actually incredibly uncommon. Anyway, 1 Magic. 2 
No. 3 Mortal Kombat 2, unless you're Richard, in which 
case, SSF2. Thank you. 

miGHTraniv^ 

DEAR SM, 

Please, please please could you enlighten my mother to 
the fact that in Sonic 2 Aquatic Ruin Zone, when Sonic 


collects air, he doesn't say "Water". My mum is con¬ 
vinced that this is what he says, but my brother and me 
keep telling her that this is not so. By the way, I think 
your mag is excellent & keep up the good work, etc etc 
etc. 

Matthew Chisholm, Arbroath, Scotland. 

SM: For Lord's sake woman - he's taking a big high- 
pitched cartoon gulp, not saying "water" at all. I don't 
know, some people eh? You work your fingers to the 
bone and what happens? Sonic says "Water" indeed. By 
the way, are you related to the legendary Inspector 
Chisholm from out of Minder, by any chance? 

ViiniiKvoiJ. 

DEAR SM, 

A lot of my friends buy your mag and at £2.25 it's worth 
every penny. Anyway, when I looked at Issue 8 in the 
tips of Jungle Strike I found the password I wanted. I 
found them very helpful. Thank you for helping me. 

A Jones, aged 9, Pwllheli, Gwynedd, N Wales. 

SMiOur pleasure. No, really. 

llnumD lUHBI RERDinC niRG 

DEAR SEGA MAGAZINE, 

I own an Asian Mega CD and was rather chuffed when 
upon reading your magazine I noticed that the 32X 
enhances the capabilities of the Mega-CD. 

But then, five minutes later I realised that I will have to 
buy 32X CD imports because the 32X will be in the car¬ 
tridge slot where my CDX Pro usually sits. Couldn't I get 
my country coding chip inside my Mega CD replaced for 
a European chip, and if so do you know of anywhere 
that will do it and how much It costs roughly? 

PS Why are the Hulk's hands the wrong way round on 
the back of Issue 9.? 

Snoop Doggy Dogg, Spring Bank West, Kingston Upon 
Hull. 

SM:Oh dear, looks like you're knackered. Importers 
can't get hold of the sort of chip set you require, so at 
the moment there's no-one who can help you out. 
However, no doubt some wily entreprenuer should come 
up with a solution at some point as a lot of people are 
going to find themselves in your position. As for the 
s ^ulk's hands - gomma radiation, mate. _y 

icnnisioPBOvincTHEm 

DEAR SEGA MAG, 

I have been buying Sega Magazines for ages but the 
price is too much. I have stopped buying them for about 
two months because I'm saving up for FIFA International 
Soccer. But I can't stop buying them. I have finally 
stopped spending my £2.50 and saved £8.00 but I want 
to read the news and reviews on new games. I have a 
Sega Megadrive and a Super NES but my preference is 
the former which is Segal The reason why I'm writing is 
seeing your so rich and getting games galore please 
please please will you give me FIFA Soccer. 

Julian Lloyd Chapman, Davyhulme, Manchester 

SM: No. 
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DEAR SEGA MAGAZINE, 

Allow me to congratulate you on your stupendous 32-bit coverage 
of late. It's comforting to read a magazine that contains informa¬ 
tion directly from Sega, unlike some other ill-informed mags I could 
mention. And seeing as you have access to a wide range of 32-bit 
titles, how about producing a compilation of previews on video 
tape so we can actually see the likes of Star Wars in motion, eh? 
Anyway, onto this Sonic & Knuckles cartridge - what a brilliant 
idea! Not only do you get an all-new adventure for your money, 
but even your old Sonic titles benefit in the form of new characters 
and additional levels. I only hope Sega can keep the price point 
down, though. The really exciting thing, however, is that hopefully 
other software houses will follow suit and introduce this plug-thru 
cartridge to future games. Just think. Desert Strike with extra vehi¬ 
cles, the original Ecco with 3D sub-games, the original Mortal 
Kombat with Jax, Baraka and Kitana could all be possible using the 
plug-through cartridge. Simply put, the possibilities are endless, 
and large companies such as EA, Konami and Acclaim need to take 
up Sega's idea and put it into practice...NOW! 

Finally, I've been thinking and believe it would be a quite good, not 
to mention novel, idea to set up a reader's review column where 
readers could write in with their personal views on the latest 
games. I believe it would prove quite successful and besides it 
would be interesting to see how the readers' views contrast to 
those of your prestigious magazine. 

Chris Quigley, Co Armagh, N Ireland. 

SM:Nuff respect must surely go out to you and your intelligent let¬ 
ter there, Chris. Your ideas about the possible uses of plug-thru 
carts are not bad, but sadly the technology is a bit on the expensive 
side to implement, so it's unlikely you'll see a real proliferation of 
these retroactive products. We've already considered a reader 
review column, but because of the way release schedules work (or 
don't, rather) it'd be too much work for everyone involved. Not that 
we're lazy or anything. 

sdmEOiiE CHnnfs MCKiunRos 

DEAR SEGA MAGAZINE, 

Just thought I'd drop you a line to ask about something I discov¬ 
ered while playing Double Switch. On the screen that lets you play 
the musical tracks, the one with the repeat, etc. If you play track 
two, which lasts for about eight seconds, you get a ringing 'phone 
and a man who says "Hello Digital Pictures". Then someone starts 
chanting something backwards. Can you tell me what it is? 

I've tried everything to decipher it, even playing it backwards on a 
normal hi-fi but even that doesn't work, is it a cheat of some kind? 
Thanks for a great mag, keep up the good work. 

B Bemish, No Addresston 

SM:Don't fret B, this is just one of those little jokes programmers 
like to play to while away those lonely days strapped to the key¬ 
board, and has no real effect on the game. Basically, they've back¬ 
ward-masked a Satanic prayer, so if you play it backwards 
through your stereo the spirit of Dagon will rise over the 
earth, and eat you. Unlucky, there. 


SHTISHEOnnO PROUD 


SM:You certainly do need help mate, living in Lewisham. We were 
going to send you an issue of Consoles +, our French sister maga¬ 
zine type thing, but we've sold it to another company and as a 
result haven't got any issues lying around. You could try ringing 
around importers - some of them carry foreign mags. Oh, and 
"graphismes" is French for graphics. Sonic, funnily enough is 
French for Sonic. Okay? 


smaiiHEsmEiLOFRmiTV 

DEAR SEGA AAAG, 

You must have heard this a million times, but your mag is great! I 
have a few questions which hopefully yOu will answer. 

1 Could you please follow in Tom's footsteps (when he was at 
Megatech) and put a bit in your mag where you compare games of 
the same category (ie beat 'em ups) as this worked very well at 
Megatech. 

2 In issue 9 Thomas Morley wrote up to your incredibly brill mag. 
What's he on about? I thought the letters had to be about games, 
not girls he wants to have a snog with! I mean, come on, "Garfield" 
this isn't the personal column of Thickhead's Weekly is it? Wake 
up! Smell the smell of reality! Does he want Sam to sign up? God! 
James Paterson, Ramsbottom, Bury, Lancs. 

SM: The only trouble with games comparisons is you eventually run 
out of genres to cover, and a lot of original games get left out 
because they don't really fit into any one pigeonhole. And for your 
information Mr Smarty, I wrote the first one of those features in 
Megatech, on American football games, I believe you'll find. So 
blimming there. As for Thomas Morley's letter, we thought it was 
quite entertaining. You don't have to write about games if you 
don't want, and his missive did instil the letters page that month 
with an element of sexual tension, surely making for a more excit¬ 
ing read. j 


DEAR SEGA MAGAZINE, 

I am a very satisfied and proud owner of a Megadrive and Mega- 
CD with 30 games. My latest buy, using your advice, was TomCat 
Alley and I can say that my friends and I all think that it's excellent. 
However, I have two favours to ask. 

Firstly, I would like to know if you can supply any cheats for the 
game Lethal Enforcers. I would really like to know about selecting 
levels. 

And secondly, I have to do a French project for my GCSE examina¬ 
tions on my favourite hobby and I have decided to write about 
computers and Megadrive games in particular. 

I am hoping you have a French version of your magazine and am 
wondering if you would be able to send me a copy to help me with 
my project. I would like to find out the French way of saying phras¬ 
es and words such as graphics, CD player, light gun and also the 
French equivalent of current Sega games. Any French information 
or leaflets that you could send me would really help. 

I would be truly grateful and more than willing to pay any postage 
charges involved, and would like to impress on you that I have no 
plans to copy anything but the jargon phrases from any information 
that you can send me. 

Owen Bishop, Lewisham, London. 


TECHOO TECHOO TECHRO TECHRO 

DEAR SM, 

Firstly I would like to point out that your magazine is massive and 
totally unbeatable. I think all of you out there would like to know 
that Rad used to be on Sky One on Games World 
(you've heard of it?) and that he used to play a 
character called Radion Automatic. Sad eh? 

(Giggle). 

I have one totally wicked idea, why don't you do 
a poster on one of your issues of Super Street 
Fighter 2, crucial or what? 

I am a very big fan of Jungle music and would 
like a female pen-pal who also likes Jungle and 
fast, high-speed computer games like Virtue 
Racing. She must be 14-16 yrs old. 

That's all from me folks! 11 
Word out, _ 

Billy Dunne, 

Chadwell Heath 

SM:Yo yo yoyo fr/ |, 
in the areal 

Banging, top one and indeed, 
sorted. That's a really incredible 
revelation you've sprung on us 
there Billy. Who'd ever have 
guessed that that person on the 
telly who looked exactly like me and 
had exactly the same name would, in fact, be 
me? Goodness, what a surprise! Incidentally, money was 
tight at the time and I didn't think it'd get out etc etc etc. If anyone 
has tapes of the show I'll pay good money to have them destroyed. 
Thank you. 


KROCKKROCKJOKE 


DEAR SEGA AAAG, 

Listen to this! 

Knock knock 
Who's there? 

Cheat 

Cheat who? 

Cheat for Olympic Gold coming up. 

When you are doing the pole vault press quickly B and Up while 
still holding up press A & B & C quickly all the time so when you 
are about to vault press left instead of up then you will get over it. 
But it does work. Cold is it? Ha ha. 

Steven Wilson, Romford, Essex. 
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SM: That is the best start to a letter Tve ever read in my life, but 
you've sort of lost your sanity by the end. Never mind though, oh? 
Thanks for the cheat. 


STRimvfORPORnoFiins 


DEAR SEGA MAGAZINE, 

I've something of a totally ridiculous sighting in SF2: SCE. Pick 
Chun Li as your character and push over to your opponent and 
press C at the same time. If you have a six-button pad 
pause the game just about a quick second before 
Chun Li hits her opponent. If you look very carefully 
you will be able to see her bum!! This is strictly for 
porno fans! I'm not though!!!! 

Anonymous, Swords Demesne, Co Dublin, Ireland 


SM:Yeah yeah, we believe you. How long did it take 
you to find that one out eh? Bet you were sitting there 
with the curtains closed pausing and unpausing the 
game all night, you filthy tyke.And what gave you the 
idea in the first place? Nothing to do with Basic Instinct, 
perchance? 


UlELCORIEfOVOURDOOm 


DEAR SEGA MAGAZINE, 

Since I decided to up-grade my games console from a Super 
Nintendo to Sega Megadrive, I have been a regular reader of your 
brilliant magazine (Kiss, Kiss, Lick, Lick) but it has to be said that a 
Megadrive is the best buy out of the two, yes the actual console is 
more expensive than the Super Nes, but the Megadrive can be up¬ 
graded with add-ons such as the Mega-CD and Sega games carts 
are on average ten pounds cheaper than Nintendo. Also, Sega ver¬ 
sions of games seem to be released earlier, for example: Winter 
Olympics, Aladdin, Need More Be Said. 

Please, Please, Please print this lovely typed letter, as your Mag. is 
by far the best on sale, and worth every penny. 

Garry D Povey, Newbury, Berkshire. 


SM:So when was Need More Be Said released? And what is it 
exactly? A conversion of Jeffrey Archer's latest novel or something? 


PROBIERISHROUTCIRIS 


DEAR SEGA AAAGAZINE, 

I think your mag is ace, that's why I have decided to write to you 
about the problems about girls. There are a lot of nice girls in year 
9B at South Stanley Comprehensive School. I have tried every way 
to get them to go out with me but they just say I will think about it 
or giggle. This is the last resort by asking you. Please please print it 
because I am desperate. I have been trying for ages. I thank 

Thomas Kay for telling me about your mag. Bye. 
Michel Stothard, East Stanley. 






i> 


SM: The German SEGA MAG hasn't got anything to do with us, 
thankfully, or we'd all have to go on intensive language courses 
and things. Also, we're not quite sure If the Japanese prefer video 
games to us, but we reckon It's a pretty safe bet that given the 
choice between an afternoon playing Sonic or two hours in the 
company of an Englishman your average 
Japanish type would go for the former 
option. 


IJUSTIHOUGHI 


TO SEGA MAG, 

I just thought I'd write to tell you about 
the world exclusive from that great 
newspaper that rhymes with gun! They 
apparently blew the top off the big 
announcement at this autumn's ECTS 
game show about the Megadrive 32X, 
but they were so clever that they 
didn't know about the X at the end of 32! It's a 
pity they were about 6 months late! 

John Coyne, St A!bans, Herts. 


SM: Thanks for bringing this to our attention John. We wouldn't 
have known otherwise, we only read proper clever people's toff 
papers. 


'READERS RRE THICR" SDVS DRIICD RIRR 


DEAR SM, 

Some of your readers are so bloody thick. I am an Amiga owner 
and I think your mag is great. 

Someone said that once you buy your CD32 you have to add a 
£200 to play on It, but that's for films. 

How to be Goro, no sorry, fight him, on the stage to get Smoke 
and and Danny comes out the bottom right press down and block 
(do with two players). 

Yours sincerely. 

Someone with brains. 


SM:But a sub-standard level of literacy, evidently. 


JUSf GDI RDCH FROni HOIIDRV 


SM: Blimey, none of us even managed to get 
an "I'll think about It" when we were your 
age, and look at us now, eh? On, second 
thoughts, don't. Anyway, don't worry, these 
things happen, you've got all the time in 
the world yet. The trick Is, don't try too 
hard, cultivate an air of mystery or some¬ 
thing and stop throwing yourself at every¬ 
one and you'll probably do alright. 


HI SM POSSE! _ 

I've just come back recently from Tenerife, where I bought Streets 
of Rage 3 (how do you get Axel to wear white?). I've just read a 
charts page and it's selling quite well indeed. This is because the 
game is actually very good... but there could be another factor 
involved - competition. Or rather, SOR3 has none! 

Right now !'m torn between 24-meg, £49.99 MK2 and 40-MEG, 
£59.99 SSF2. This is a situation I'm sure thousands are in! Both are 
technically worth the money and gameplay-wise are worth it too. 
But if one hadn't come out at the same time as the other, we'd be 
paying £60 for the 24-meg cart and perhaps £100 for SSF2I Fierce 
competition has forced them to drop their prices. 

No doubt this will happen with more games, ie Sonic & Knuckles 
and the Lion King and Ecco 2 and Earthworm Jim. All are set to be 
great and are all out near Christmas - who's going to come out on 
top? I personally reckon it'll be a close run thing between Sonic & 
Knuckles and The Lion King - what about you? It'll cerlainly be an 
interesting Christmas! 

Andy Senyszyn (we think), Whitestone, Nuneaton, Warwickshire 


HaiOIDRO'DOUID 

DEAR SEGA MAG, 

Firstly I feel I must apologise for using this crap paper to write to 
such a neat magazine. Sorry! Anyway, I've just come back from 
Germany and when I was over there I saw a magazine with the 
same title as your own. Is your magazine an international one or is 
someone ripping you off? I thought you might like to know because 
the one I read was incredibly sad. The games in it were all three to 
four months old over here. The reviews were untidy and the 
reviewers, well, how can I say errr... typically German. I'm sure you 
guys would kick their asses any day. The games I saw in Germany 
were even more expensive than over here so we are not that hard 
done by. Also, I noticed that there were very few video games 
shops there. Do you know if video games are more popular in 
Britain than anywhere else in the world or do the Japanese prefer 
them to us? Have you noticed the fall in the amount of other Sega 
mags since you and Mean Machines Sega get all the best stuff? I 
would just like to finish by saying keep up the good work and that 
if my mate Ian O'Dowd is reading this, hello to him as well. 

Peter Howard, Rayleigh. 


SM:Actually, we've got a bit more faith in Earthworm Jim to be 
honest, unless the Lion King shapes up to be radically different 
from existing Disney licenses, such as Aladdin and The Jungle 
Book. But we're not putting any money on it. Maybe Virtue Altered 
Beast will surprise everyone. 



Once again we've reached that point 
where we part ways. Yes, parting is 
indeed such sweet sorrow, but forget 
about it, maybe we just weren't compat¬ 
ible. Turn over a new leaf, quite literally 
indeed, and try to make it work out with 
a Showcase. And hey - see you in thirty, 
readerski! 















PGA EURO TOUR 
25.99 MD 


VIRTUA RACING 

49.99 MD 

MEGADRIVE GAMES 

OFFICIAL UK PRODUCTS 

• -NEWrTEM 

AOOAMS FAMILY VALUES • ..31 99 

AUEN3 . .19.99 

ARIEL - THE LITTLE MERMAID.13.99 

BALLZ* ..35.99 

BEASTBALL •.31.99 

BUBSY2* ...29.99 

BUBSY BOBCAT .17.99 

CHAOS ENGINE .39.99 

COMBAT CARS.23 99 

COOL SPOT ...19.99 

DINO WNI S SOCCER • .37.99 

DUNE 2 (BATTLE OF ARRAtCIS).39.99 

EA TENNIS (IMG INTL TENNIS) •.36.99 

ECCXD (DOLPHIN).25.99 

ECCO 2 - THE TIDES OF TIME • . .36.99 

EURO CLUB SOCCER .14.99 

F22 INTERCEPTOR.18.99 

FIFA INTERNATIONAL SOCCER *95 • .38.99 

FIFA SOCCER (EA 4 PLAYER GAME) ...38.99 

FLINK* .31.99 

FLINT8TONES (THE MOVIE) •.31 99 

FUN AND GAMES* .30.99 

FUN AND GAMES* ..,31.99 

GENERAL CHAOS (EA 4 PLAYER GAME) 35.99 

GENERATIONS LOST* .33.99 

GODS .18.99 

GRANDSLAM TENNIS.14.99 

OUNSTAR HEROES .22.49 

HAVOC *. 32.99 

JACK NICKLAUS POWER 60LF .28.99 

JOHN MADDEN -93 ....16.99 

JOHN MADDEN AND EA ICE HOCKEY .16.99 

JUNGLE BOOK. 37.99 

JUNGLE STRIKE.38S9 

JURASSIC PARK • RAMPAGE EDITION * 38.99 

KASVASAKl SUPERBIKES * . 33.99 

LAWNMOWER MAN *.33 99 

LEMMINCJS* .19.99 

LEMMINGS 2* .39.99 

LETHAL ENFORCERS (WITH UGHTCJUN) 52.99 
LETHAL ENFORCERS 2 (DUE DEC) • .. 37.99 

LHX ATTACK CHOPPER *...13.99 

UONKING* .39.99 

LOTUS 2 (R.E.C.S.)...14.99 

LOTUS TURBO CHALLENGE .17 99 


SONIC 2 
12.99 GG 

MADDEN NFL-SS * .37.99 

MEGA GAMES 1 (WORLD CUP ITAUA ‘90. 

COLUMNS, SUPER HANG ON).17.99 

MEGA MORPH* .32.99 

MEGA/SUPER TURRICAN * .31.99 

MICHAEL JORDAN ADVENTURE * .37.99 

MICKEY AND DONALD .19.99 

MICKEY MOUSE . 17.99 

MICKEYMANIA* .39.99 

MICRO MACHINES .24.99 

MICRO MACHINES 2 *.„.36.99 

MIGHTY MAX* .31.99 

MORTAL KOMBAT .19.99 

MORTAL KOMBAT 2 . 43M 

MUTANT LEAGUE FOOTBALL . 15.99 

NBA JAM.42.99 

NBAUVE-SS* .37.99 

NHL HOCKEY‘94 (EA4PLAYER GAME) 24.99 

NHL ICE HOCKEY •96 * .. 35.99 

OLYMPIC GOLD*.13 99 

PAGEMASTER* .38 99 

PEBBLE BEACH <30LF •.32.99 

PETE SAMPRAS TENNIS (4 PLAYER) ...38J9 

PGA EUROPEAN TOUR.25 J9 

PGA TOUR GOLF 3* .37.99 

PINKIE* .31.99 

PITFAa ■ THE MAYAN ADVENTURE * 41.99 

POWER RANGERS * . 32.99 

POWERMONGER. 13.99 

PROBOTECTOR •.37.99 

PSYCHO PINBALL *.36.99 

RED ZONE* . 37.99 

RISE OF THE ROBOTS * ..48 99 

ROAD RASH 2 .19.99 

ROBOCOD (JAMES POND 2) .14.99 

RUGBY WORLD CUP -95 *.37.99 

SECOND SAMURAI * .31.99 

SENNA SUPER MONACO .„.19.99 

SENSIBLE S(X:CER .31.99 

SENSIBLE SOCCER INTL EDITION .35.99 

SHAO FU •.48.99 

SHINING FORCE 2 .39.99 

SHINOBI 3 ...-.^..22.49 

SNOOKER * 33.99 

SONIC 2. 19.99 

SONIC 3 . 37.99 

SONIC AND KNUCKLES* .39.99 

SPARKSTER* ..33.99 

SPEEDBALL2 .15.99 


MORTAL KOMBAT 2 ALADDIN 

28.99 GG 24.99 GG 

SS LUCIFER - MAN OVERBOARD *.32.99 

STREETFIGHTER 2 - CHAMP EDITION ...29.99 

STREETS OF RAGE 2.24.99 

STREETS OF RAGE 3.39 J9 

SUPER KICK OFF.19.99 

SUPER MONACO OP...12.99 

SUPER OFF ROAD * .31.99 

SUPER STREETFIGHTER 2 .46.99 

SWORD OF VERMiaiON .24.99 

SYNDICATE*.41.99 

TAZMANIA.19.99 

TELSTAR DOUBLE PACK - 

CORPORATION 5 AQUATIC GAMES.34.99 

TINY TOON ADVENTURES - 

ACME AU STARS *.33.99 

TOE JAM AND EARL*... 12.99 

TOE JAM AND EARL 2 .28.99 

UNNECESSARY ROUGHNESS SS * .35 99 

URBAN STRIKE ..35.99 

VIRTUA RACING.49.99 

X-MEN. 19.99 

ZERO TOLERANCE * .35.99 

MEGA CD GAMES 

ANOTHER WORLD 2 •.37 .99 

B.C RACER *. 38.99 

BATTLECORPS .38.99 

CHUCK ROCK .24 99 

DRACULA UNLEASHED (RATED 15) ..... .32 99 

DUNE .38.99 

ECCO 2-THE TIDES OF TIME* .38 99 

ESPN BASEBALL * .32 99 

FARENHEIGHT* .36 99 

FIFA SOCCER (CHAMP EDfTtON) .34.99 

FRANKENSTEIN* 3199 

GROUND ZERO TEXAS (RATED 15) .39 99 

JURASSIC PARK (CD) .36J9 

LETHAL ENFORCERS 2(DUE DEO* . 33.99 

UNKSGOLF .41 99 

MIDNIGHT RAIDERS *.36.99 

NO ESCAPE* .....36 99 

NOVA STORM*..31 99 

PITFALL-THE MAYAN adventure* .41.99 

REBEL ASSAULT .41.99 

RISE OF THE ROBOTS * .41.99 

SENSIBLE SOCCER (CO) .29 99 

THREE NINJAS GO TO JAPAN * .31.99 

TOMCAT ALLEY (RATED U).36S9 


DESERT STRIKE 

17.99 GG 

GAME GEAR GAMES 

ALADDIN .24.99 

ASTERIX & THE GREAT RESCUE.24 99 

BATMAN RETURNS .23 99 

CHUCK ROCK 2: SON OF CHUCK.17 99 

COLUMNS . 9.99 

DESERT STRIKE.17.99 

DR, ROBOTNIICS MEAN BEAN MACHINE 26 99 

DROP ZONE (NEW) .23 49 

ECCO 2 • THE TIDES OF TIME *.24.99 

EXCELLENT DIZZY COLLECTION * 24 69 

FIFA SOCCER* .29.99 

FORMULA ONE RACING .24.99 

HOOK.18.99 

JUNGLE BOOK .24.99 

LEMMINGS 2*.30.99 

LION KING *.24.49 

MICKEY MOUSE 2.19 99 

MICRO MACHINES...24 J9 

MORTAL KOMBAT 2.2BS9 

NBA JAM. 29.99 

NINJA GAIOEN .14.99 

PETE SAMPRAS TENNIS .24.99 

PGA GOLF TOUR 2* .25 99 

PGA TOUR GOLF .24 J9 

POWER RANGERS * ..24.99 

RISE OF THE ROBOTS* .25.99 

ROAD RASH 2* .25.99 

ROBOCOO .19.99 

ROBOCOP VS TERMINATOR .24.99 

SENSIBLE SOCCER .23.99 

SHINOBI 2.19.99 

SOUTAIR POKER .14.99 


SONIC 2 . 

.12.99 

SONIC CHAOS . 

SONIC 8PINBALL . 

.24.99 

.24.99 

SONIC THE HEtyiEHOG . 

.19.99 

SONIC TRIPLE TROUBLE * . 

.24.99 

SS LUCIFER - MAN OVERBOARD * 
STAR WARS. 

23.99 

24.99 


MEGADRIVE 

EXTRAS 

SAITEK MEGAGRIP IV 
FOR MEGADRIVE 
(WITH AUTOFIRE) 
11.99 



PHASE 9 GRADUATE I i 

6 BUTTON JOYPAD 
W WITH AUTOFIRE & 

m SLOW MOTION. 

SAITEK MEQAMASTER SG6 SIX BUTTON 
-JOYSTICK WITH 


lICKJOY SG 
PROPAO 2 
6 BUTTON JOYPAD 
WITH AUTOFIRE & 
SLOW MOTION. 
14.99 


TURBO 2 RAPID RRE 
MEGADRIVE JOYPAD 
(WITH AUTOFIRE & 
SLOW MOTION 

7.99 



SAITEK MEQAMASTER SG6 SIX BUTTON 
JOYSTICK WITH 
AUTOFIRE & 
SLOW MOTION 
(MICRO- 
SWITCHED) 

16.99 

_ ' oiJF 

FREEWHEEL 
STEERING WHEEL 
PLUGS INTO JOYPAD 
PORT. SUITS MOST 
DRIVING GAMES. 

19.99 






ASCIIPAO 6 BUTTON 
JOYPAD FOR 
MEQAORIVE WITH 
SLOW MOTION 
&TURBO FIRE 
13.99 



RGHTER STICK MO-6. 
ARCADE STYLE 
JOYSTICK WITH 
AUTOFIRE TURBO 
FIRE & SLOW MOTION 
24.99 



GAME GEAR DEALS 

GAME GEAR PLUS CARRY CASE 
WITH SONIC 2 & FOUR FREE GAMES. 
COLUMNS. CHAMPIONSHIP TENNIS. 

^ PENALTY KICK AND PAN AMERICAN 
1 ^OAD RALLY. WITH CARRY BAG 
[£S7 1 BELOW. GENUINE UK VERSION 

(NO MAINS ADAPTOR).95.99 

GAME GEAR PLUS CASE WITH SONIC 1 & FOUR FREE GAMES.89.99 

MAINS ADAPTOR FOR GAME GEAR.7.99 

BLACK CARRY BAG FOR GAME GEAR. CAMERAS. GENERAL CARRY CASE. 

PADDED WITH GAME AND ACCESSORY COMPARTMENTS BARGAIN.6.99 

LOGIC 3 GAME GEAR DELUXE PROTECTOR CARRY CASE. 9.99 

LOGIC 3 RECHARGABLE BATTERY PACK FOR GAME GEAR 
(FITS INTO BATTERY COMPARTMENTS. GIVES UP TO 2.5 HOURS 

PLAY MAINS ADAPTOR REQUIRED). 14.99 

SEGA CAR ADAPTOR FOR GAME GEAR (PLUGS INTO CIGAR LIGHTER) 14.49 

SONY SRS-7 MINI STEREO SPEAKERS FOR PC. CD32. PERSONAL STEREO OR 
HANDHELD CONSOLE.12.99 


SONY KVM1400 14** FST COLOUR SCART TELEVISION/ MONITOR 

(SCART INPUT GIVES PIXEL PERFECT PICTURE) 
REMOTE CONTROL 60 CHANNEL TUNING, REAR SCART. 
HEADPHONE SOCKET, 2 POSITION TILT & LOOP AERIAL 

SONY 14“ TV (GREY) .194.99 

SONY 14" TV (WHITE).194.99 

SONY 14“ TV ♦ FASTEXT .244.99 

AU wmi Fftee scaat lbao 

(STATE AIMOA. ST. MEOAOKIVE ^ 08 2, 8NE8 08 C033) 
SHARP 14" TV/MONITOR (not shown) 

IWITH REMOTE CONTROL. SCART INPUT. ON SCREEN 
PISPLAY,40 CHANNEL PROGRAMMABLE MEMORY. SLEEP 
[timer 174 99 

MEQAORIVE 1 LEAD TO TV WITH SCART INPUT.9.99 

MEQADRIVE 2 LEAD TO TV WITH SCART INPUT... 9.99 




MEGADRIVE DEALS 

FOR A PIXEL PERFECT PICTURE CHOOSE A SCART TELEVISION 
MEGADRIVE 1 WITH SIX GAMES AND TWO SEGA CONTROL PADS . .85.00 
INCLUDES REVENGE OF SHINOBI. GOLDEN 
AXE.STREETS OF RAGE SUPER MONACO 
GRAND PRIX. SUPER THUNDERBLADE AND 
ALIEN STORM 

MEGADRIVE 2 WITH SIX GAMES AS ABOVE 
AND TWO SEGA CONTROL PADS.105.00 

MEGAORIVE 1 WITH SONIC 2 AND TWO SEGA CONTROL PADS.90.00 

MEGAORIVE 2 WITH SONIC 2 AND TWO SEGA CONTROL PADS 110.00 

MEGADRIVE 2 WITH SONIC 3 AND TWO SEGA CONTROL PADS 120.00 

MEGAORIVE 2 WrTH UON KING AND ONE SEGA CONTROL PAD 105.00 

MEGAORIVE 2 WITH VIRTUA RACING AND ONE SEGA CONTROL PAD .114.00 

MEGADRIVE 1 & 2 ARE THE SAME IN TECHNICAL SPECIFICATION. MEGADRIVE 2 
IS SMALLER. BUT LACKS A STEREO HEADPHONE SOCKET. 

..*SPECIAL PLUS PACKS *.* 

AVAILABLE ONLY WHEN YOU BUY A MEGAORIVE 
SIX GAME PACK INCLUDES REVENGE OF SHINOBI. GOLDEN AXE. 

STREETS OF RAGE SUPER MONACO GRAND PRIX. SUPER 

THUNDERBLADE AND AUEN STORM .JUST ADO 14.99 

SONIC 2 (SPECIAL PRICE WHEN YOU BUY A MEGAORIVE) .JUST ADO 14.99 

MEGA CD DEALS 

PRICE FOR MEQA CD DOES NOT INCLUDE MEQADRIVE 
MEGA CD 1 OR 2 WITH TOMCAT ALLEY AND 8 GAMES 
(ROAD AVENGER, SOL FEACE. COMBRA COMMAND 
COLUMNS. SUPER MONACO GRAND PRIX, STREETS OF 
RAGE. GOLDEN AXE AND REVENGE OF SHIN(DBI). 

179.99 

MEGA CD 1 OR 2 WITH FIFA 
SOCCER AND 8 GAMES 

(ROAD AVENGER. SOL FEACE. COBRA COMMAND. 
COLUMNS. SUPER MONACO GRAND PRIX. STREETS OF 
RAGE. GOLDEN AXE AND REVENGE OF SHINOBI) 

194.99 

PLEASE STATE MEGA CD 1 OR MEGA CD 2 
MEQA CD 1 CONNECTS TO MEQAORIVE 1 AND MEGA CO 2 
CONNECTS TO MEQAORIVE 1 OR 2. BOTH PLAY MEQA CO TITLES A MUSIC CD'S 

MULTIMEGA DEALS 

MULTIMEQA PORTABLE COMBINED MEGAORIVE AND MEQA CO WITH MAINS ADAPTOR 
PLAYS CARTS. CO S AND MUSIC CO*S 

MULTIMEGA WITH TOMCAT ALLEY AND 8 GAMES 
(ROAD AVENGER, SOL FEACE. COMBRA COMMAND, 

COLUMNS. SUPER MONACO GRAND PRIX. STREETS OF 
RAGE. GOLDEN AXE AND REVENGE OF SHINOBI) 299.99 
MULTIMEGA WITH FIFA SOCCER AND 8 GAMES 
(ROAD AVENGER. SOL FEACE, COMBRA COMMAND, 

COLUMNS. SUPER MONACO GRAND PRIX. STREETS OF 
RAGE. GOLDEN AXE AND REVENGE OF SHINOBI) 314.99 

SEGA 32X 

MEGADRIVE 32-811 ADD-ON 
SEGA 32X EXPANSION MODULE FOR MEGADRIVE 
SLOTS INTO THE CARTRIDGE PORT ON TOP OF 
MEGAORIVE 1 OR 2. ALLOWING USE OF NEW IMPROVED 
32-BIT SOFTWARE (DUE NOV) . 129.99 





SPECIAL RESERVE . 

HEAVY discounts 
HUGE range 

FREE - 16 page colour catalogue - just phone 

0279 600204 


HUGE range of hardware, software, 
books, peripherals and leads for 
PC, CD Rom, Amiga, C032, Sega, 
Nintendo, Atari, Apple, Sony. Philips 
and 3DO. All official UK products, all 
at HEAVILY discounted prices 

Order by poet, or by phone or come to one of the Special Reserve 

CLUB SHOPS OPEN lOom to Ipm SEVEN DAYS A WEEK 

CHELMSFORD • 43 Br(X)mfield Rd around the (X)mer from ihe bus statkxi 
SAWBRIDGEWORTH - The Maltings 200 yards from the tram station 

Over 200,000 people hove joined Special Reserve 



STREETS OF RAGE 2 .24 99 

SUPER MONACO OP .14.99 

TAZMANIA .19.99 

TAZMANIA 2 - ESCAPE FROM MARS * 24 99 

TOM AND JERRY .17.99 

ULTIMATE SOCCER .24.99 

WINTER OLYMPICS .24 99 

WWF STEEL CAGE CHALLENGE .25.99 

X-MEN 2* ..24.99 



WE ONLY SELL OFFKIAL UK VERSIONS 

CD32 SPECTACULAR VOYAGE 

...250.00 

AMIGA AI200 LEMMINGS 26DP3 

...310.00 

ATARI JAGUAR CYBERMORPH 

...213.99 

PHILIPS CM 450 HIT TENNIS 

...279.99 

PANASONIC 3D0 TOTAL ECLIPSE 

...385.99 

BUILD YOUR OWN K - WE HAVE WHAT IT TAKES 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 
Members receive our 4d-page Colour Club Magazine bi-monthly 
Each issue reviews a selection from our extensive range and includes 
at least £30 worth of coupons for additional savings on top products 
Members are under no obligation to buy anything 


MEMBERSHIP FEES 

SIX MONTHS TMIAL 

ONi YEAlt 


UK 

4.00 

7.00 


EC 

6.00 

9.00 


WORLD 

7.00 

n.oo 


OMruimaMaiDusassoisofTKsncuiiisHVf masazm wiim mo of u coupons 

Credit Cord Soles 0279 600204 lOom to 8pm Doily 

All prices include VAT and 2-3 working day carriage to UK mainland 
Software and peripherals are sent by post, hardware by White Arrow 
Allow one or two days for processing and despatch of stock items 
All items are individually despatched and may not arrive together 
An order confirmation/despatch advIceA/AT receipt will follow 
Hardware Items (battery or mains) are only supplied to the UK mainland 
Overseas orders must be paid by credit card (no hardware sold overseas) 
Overseas surcharge £2.00 per software item or 25% on other Items 


(BLOCK CAPITALS ptaase) 

Name & Address_ 


SWAY 


.Postcode _ 


It PC (XMM MM DISK w CO ROM 


Phone No _ 


Machine 


Enter membership number (If applicable) or 


lllflin_ 



litem 


litem 


[item 


litem 


1 Please use this box to add any optional fast delivery charge 


1 ALL PRICES INCLUDE UK POSTAGE & VAT £ 

[ Cheque/P.07Access/Mastercard/SwitchA/isa 



CREDIT CARD 
EXPIRY DATE _ 


Cheques payable to; SPECIAL RESERVE at 

P.O. BOX 847, HARLOW, CM21 9PH 

or FAX a credit card order on 0279 726842 

Inovilobly soma gomes listod may not wot bo tvaltaMa. Please phone sales to check 
evailebliity befofe ofdanng. We reeefve me nght lo chenm pncea and offers wHhoul pnor 
, notiflcefion PRICES CORRECT AT TIME W GOING TO PRESS. 20 9 94 E 8 O-E 
^ Intef-Mettojes^ 2 Soi£t Block. The Maltings. Sawbndgeworth Herts. CM21 __ j 


SAVE £2.00 

NEW MEMBERS - THIS VOUCHER IS WORTH 12.00. 
JUST DEDUCT £2.00 OFF THE PRICE OF ANY ONE ITEM 
ORDERED AS YOU JOIN FOR ONE YEAR OR MORE. 
USE BY POST OR BY PHONE ON 0279 600204. 
Offer applies to Memberships of one year or over, boophl 
before October 31st 1994 






























































































































































































































































































nCIIU.Rich 

here. Ulhotiuith 
Som being on holi¬ 
day it looks like it's 
douintometo 
rummoge through 
yourossorted 
queries and 
onsuierthem os 
onlylcan.l[on't 
soy I'm porticulor- 
ly looking foruiord 
tothetosk-but 
hey-mho knows? 
lUe might houe 
some fun together. 
Rnd it's always 
good typing proc- 
tise I suppose. Still, 
away with such 
small talk. If you 
houe 0 question 
thot requires 
answering from 
the only people 
really quolif ied to 
do the answering, 
send away to Q&n 
OaPHICORIIClE, 

sEcn mncnziRE, 
Priory Court, 30-32 
Forringdonlone, 
London ECm 300. 
Ule'll do our best 
to answer them os 
quickly os possible. 


FIRST inTELLIGERT QUESTIORSIR ROES 

Dear All, 

Just thought I'd write in and see if you con answer a few of my 
queries. 

1. Virtue Fighter 2. Rumour or fact? Expected release dote? 

2. Is the 32X capable of gouraud shading? 

3. Maximum Carnage. It's out this month, so why haven't I seen any 
reviews or previews? 

4. Will TIE Fighter be available for 32X? 

5. Will the limited edition red cartridge of Maximum Carnage be 
available in the UK? 

6. Any plans for the Justice League of Americo beat 'em up (pre¬ 
viewed at the CES) to hit the shops here? 

7. Any plans for Samurai Shodown on the Megadrive (seeing as it 
will be available on MegaCD, 3DO and Super NES)? 

8. Is Clayfighter II going to premiere on 32X? 

9. Will the Megadrive modem be 
released in Britain? 

10. Do you think that the Megadrive 
jukebox is a good idea? I certainly 
don't. 

11. Any nev/s on the Sega 3D glasses? 

Will they be compatible with 32X 
(imagine thatl). 

Thanks for your help in answering 
these questions • keep up the top class 
effort I 


Keith Hayes, Halesown, West Mids. 

SM: This is what we like to see. Short 
sentences. Straight to the point. No 
mucking about. Any way, to business. 

1. Foct. It should be premiered at the 
JAMMA show in Japan. We'll have a 
report as and when. 2. Yes sir. 3. I'll 
leave that to your powers of deductive 
reasoning. 4. It would be a perfect 
release, but alas there are no plans as 
of yet. 5. Unknown. But don't get your 
hopes up. 6. Marubeni are bringing 
over all the US Sunsoft gear and 
Justice League should be one of the 
releases. 7. I believe so, but the 
Mego-CD version will come out first. 

8. There has been no announcement 
to that effect. 9. Personally, I think it 
would be ace if it did, but it doesn't 
look as though it will. 10. No. 11. 
Working prototypes have been about 
for well over a year. Sega hove indefi¬ 
nitely postponed Sega VR for the 
moment, which is a shame. 



wos scheduled originally (along with Star Wars and Motocross) to 
appear as an SVP game. All SVP projects were transferred to 32X. But 
Sega decided to make Virtue Fighter appear first on Saturn so work was 
scrapped. But to say it DEFINITELY won't appear is a tad presumptuous. 
Conceivably, it could come out later when there's no threat to Saturn 
sales. Doytono is onother Saturn-scheduled project. To eose the with¬ 
drawal symptoms, play the stock car on the 32X Virtue Deluxe, t found it 
even more enjoyable than Daytona. 2. Maybe, but then expect to pay 
around £180 for the 32X. 3. A Sonic game is currently in production, but 
it may not appear with Sonic as the main character. 4. It can display all 
32,768 colours in its palette on-screen at once, but it would use a lot of 
processor power. 5. Yes, but the memory consumption would be just too 
much. 

6. Are ^e following games coming to Megadrive or 32X: Another World 
2, Flashback 2, Road Rash 3, Sim City, Eternal Champions 2, NBA Jam 
2 ? 

7. What's the best MD Ice Hockey game around (I've got EA Hockey)? 

8. What exactly does Sonic and Knuckles do when you plug Sonic 1, 2 or 
3 into it? 

9. How many new Sonic-related games are planned for the Megadrive? 

10. Could you please put these games in order of greatness; 

Landstalker, Mortal Kombat 2, Super SF2, Gauntlet IV, Universal Soldier, 
Mega Turrican. 

11. Is all the speech in Megadrive MK2? 

SM; 6. A special NBA Jam is planned for 32X, nothing else has been 
confirmed. 7. You've already got the best - the latest EA NHL products 
have had no fighting, which takes a lot of the fun owoy. 8. See the fea¬ 
ture this issue. 9. Can't say. 10. Oh god, all right then. Super SF2, 

Mortal Kombat 2, Landstalker, Gauntlet IV, Mega Turrican, Universal 
Soldier. 11. A lot of it is. 

MISCELLANEOUS 

12. Is it true that Arnie is making Terminator 3? 

13. Have you got ony cheats for Turrican or Lotus RECS? 

14. I've heard that Nintendo have signed a contract with Midway so 
that only they can convert Midway's games when Acclaim's contract runs 
out. So if MK3 or NBA Jom 2 come out they'll only be on Nintendo. Is 
this true? Will there be an MK3? 

15. Is there a cheat to change the viewpoint on FIFA. 

16. What is Spielberg's next film going to 
be? 

17. I think that you should include anoth¬ 
er score in the review of a game. It's 
called Conversion. This is only included if 
the game is converted from the arcades 
or another system and the score could 
exceed 100% if it is better. What do you 
think? 

18. Please (he actually wrote this 100 
times - Rich) could you send me a copy of 
Pete Sampras or Gauntlet IV? 


"Jonathan" 

Herts. 


Chells Manor, Stevenage, 


. TIE Fighter on the Megadrive? Not os yet. 






1 


A Master System 3D specs. Not Sega VR. 


HBPFULLV SEniORED QUESTIOHi 

Dear SEGA MAGAZINE, 

I know there are a lot of questions here but nearly all 18 are rele¬ 
vant except 12 and 15 so please answer them all. To help I've put 
them under 3 sub-headings (And I'll answer them after each sub¬ 
heading to make the page a bit more readable - Rich) 

?. Is Virtue Fighter coming to the 32X because Mean Machines Sega 
said it DEFINITELY isn't? What about Daytona Racing? 

2. Are any games being packaged with the 32X, like with the Mega¬ 
CD? If not, why not? 

3. Will Sonic; The Arcade Game be released on 32X? 

4. What is the colour palette for 32X and how many colours can it 
have on-screen at once? 

5. Can the 32X run full-motion video without the Mega-CD? 

SM; 1. Okay, here's the definitive Virtue Fighter story. The game 


SM; My hands are hurting badly after all 
that typing... still. 12. The rumour I heard is 
that Arnie and James Cameron would 
only do T3 If they were given a mego- 
budget for a project that both wanted to 
do. That project was True Lies and T3 
looks like being on the cards. Remember, 
they didn't destroy all the Terminator 
technology in T2, 'cos Arnie ripped his 
arm off and they didn't chuck it Into the 
steel at the end... 13. No. 14. Some sort 
of contract has been signed, but I don't 
think It entails Nintendo exclusivity. 15. 
God, no. 16. Depends in what capacity 
you mean as to Spielberg's involvement. 
The most exciting project is collaboration 
I with George Lucas on the fourth Indiana 
Jones film. 1 7. Well I think that you 
should actually read the reviews which 
would contain the relevant information. 18. 
Look I answer your flippin' questions, do my fingers in AND reveal top 
movie-related information that even Empire don't know about and you 
want me to send you a game as well? Pur-lease... In fact, putting two 
more questions in a PS after that wasn't doing either of us any favours 
really, was It? 

DRmnmG mmcrmEnf wire . 

EDUCRTIOHSVSTen 

Dear Q-»-A, 

Will you answer this questions is Sonic starting to get down the drain 
and Sega going to make a new character. Bubsy the Bobcat is faster 
than Sonic? And what Sega Mini-Jet do? 

A Jones, Gwynedd, N Wales. 

SM; After calling in C3PO at Human/Cyborg Relations, to help me 
understand the gist of this letter I can tell you the following. Sonic isn't 
going down any drains and Sega make new characters anyway. Bubsy 











isn't faster than Sonic and the Mini-Jet is a portable 
Megadrive without a screen for use on small airline tel¬ 
lies. 


PHiESimnn series of queries 

Dear Q+A, 

Firstly, I'd like to say how brilliant your magazine is, as I 
own a Megadrive and this mag comes in handy with 
all the cheats and tips. Will you answer the following 
questions. 

1 . Will there be a Road Rash 3 on Megadrive? 

2. If so, when will it be out? 

3. Will there be a Spider-Man II? I'm asking this because 
my brother's mad about it. 

Manchester United Fan. Somewheresville. 

SM:1 and indeed 2. Yes there will be. Expect it early next 
year, if you're lucky. 3. Well, there is always Maximum 
Carnage. 


EUEnm0RE32MQUESTI0HS 

Dear SEGA MAGAZINE, 

I am planning to buy the Sego Megadrive 32X in 
November. However, I have heard that Acclaim are bring¬ 
ing Mortal Kombat II to this machine. When will this be? 
Also likely to appear is NBA Jam. Is this true? 

Glenn Maguire, Co Armagh, N Ireland. 

SM: Both titles have been confirmed by Acclaim, who 
hope to have them "out" by Morch, 1995. So there you 

go 


WHO DO VOU TRUST? 

Dear SEGA MAGAZINE, 

Your magazine is greatl I have a few questions: 

1. In issue number eight you put the price of Super Street 
Fighter II on the Megadrive at £59.99 but in 
Gamesmaster their import price was £99.99. Who do I 
trust? 

2. Will Daytona USA be released on the 32X? 

3. Will any RPGs like Zelda be released on the 32X? 

4. Quite soon I will go on work experience. I would like to 
go to a Sega magazine. How do I do this? Is it possible? 

Jon Warren, Newbury. 

SM: 1. Well, even the import price was "only" around 
£80.00. Whilst the recommended retail price of SSF2 is 
indeed £59.99 as we quite rightly stated, a lot of shops 
have slashed the price down to £44.99. Which is incredi¬ 
ble value for a 40-meg game. As for who should you 
trust, apart from us, trust no one. Then you won't feel dis¬ 
appointed and betrayed when you're inevitably let down. 
Thot's what one of my mates would soy anyway. 2. No 
release date yet... The Saturn version will be the first. 3. 

In the fullness of time, probably. 4. Usually we get phone 
calls from "student's" teachers. We have to tell them that 
we can't find anything for you student-types to do and 
that you either end up playing games all day or irritating 
us intensely. Which isn't a particularly clever thing to do. 

• •••••••••••••••••••#••• 

iRTRicuinc misunDERSTHnoincs 
OFOURTiniE 

Dear SM, 

On some parts of the game, Silpheed copes with display¬ 
ing 500,000 polygons at once. In issue eight in the 32X 
showcase, it says that the system can render 50,000 poly¬ 
gons a second. Now for my question... does this mean 
that the Mega-CD is better than the 32X in graphical 
capabilities? 

2. if you link the Mega-CD with the 32X will it be able to 
render the 180,000 polygons a second that Sega's Model 
One technology is capable of? 

3. When are you going to review Soulstar, because in 
issue three you said you would review it in April? 

4. Are you going to review AX101 sometime? 

5. Last Christmas I got a Mega-CD. In the manual it says 
that there will be RAM cartridges to save games on. When 
will they be out? 

Richard Evans, Clevedon, Avon. 

SM: 1. Right, er, it's like this. Silpheed's graphics were 
originally generated on enormous graphics workstations 
which CAN cope with 500,000 polygons at once. These 
graphics were turned into full-motion video-esque data 
which is streamed in off CD. The Mega-CD isn't actually 
calculating the graphics at all. So, to answer your ques- 




▲ Tons of polygons, but it's all FMVI 

tion, no. 

2. No, but it will look nice and you can play some spe¬ 
cially enhanced 32X titles as well. 

3. Soulstar was massively delayed, but we reviewed it last 
issue. And what a nice game it is too. 

4. No. It's not getting an official release because it's so 
crap. 

5. As ET might say, "soooon". 

IT'S ROT RERI, VOU HROUI 

Dear Earthlings, 

I wrote you a letter about two months ago via photon tor¬ 
pedo transports and you haven't printed it yet. I am an 
extremely irate Klingon and I need answersl The last time 
I wrote to you I said my name was "Thomas Geoghegan" 
but it was an alias. My real name is "Cha'Ho Ba Te'nh". 

It is imperative that I obtain the answers to my questions. 
If I do not, I will not be able to lead my fellow Klingons to 
supreme control of the galaxy. 

I warn you earthling, if you do not answer my questions, I 
will have no option but to gather all the battle cruisers I 
can and blast the Earth and all mankind into oblivion. 

We have been backed by Q, so heed my warning. 

I await your response through subspace frequency. 
"Cha'Ho Bo Te'nh", the Klingon Homeworld. 

SM; I might like Star Trek TNG a lot, what with owning all 
the videos, but this is too much. I decided to chuck your 
actual Q-l-A letter 
away because this 
one was significantly 
more interesting. 

Perhaps it would 
interest you to leorn 
that Klingons do not 
actually exist and 
saddos like you that 
run about speaking 
"Klingon" and trans¬ 
lating Hamlet and the 
Bible into your 
strange tongue ore 
among the most 
deranged and men¬ 
tally disturbed indi¬ 
viduals I have ever 
come across. I bet 

"Cha'Ho Ba Te'nh" actually means something very rude 
(any takers?), which only heightens the acute sense of 
sadness I am currently sympathically feeling on your 
behalf. 



Thanks for answering these questions, your mag is the 
besti (I use all the other mags I get as By swatters, while 
your mag is kept in crisp clean plastic wallets where they 
are safe!) 

Keith Baker, Fulwood, Sheffield. 

SM:1. It's closer to playing StarWing/Starfox (delete as 
applicable) on Super NES. You hove some freedom, par¬ 
ticularly on the Death Star scenes. 

2. Yes, they both have two-player options. 

3. Fair point. However, I've actually played the game 
and reckon you're wrong. Yes, the backdrops probably 
could be more detailed (Star Wars is VERY close to the 
Model One coin-op) but personally I like to play games, 
not look at them. And the fact is the VR Deluxe really 
benefits from having different cars. The stock cars are my 
favourite - you can execute some superb corners and 
handbrake turns that the FI cars would NEVER be able to 
handle. It looks as though some compromises have been 
made - there are five tracks, not six as was originally 
announced. But it's a great game. 

4. I refer the honourable gentleman to the answer I gave 
earlier. 

By the way, you have expensive tastes in fly swatters. 

EummoREKVquEsnons ****** 

Dear Q-J-A 

I have written to other magazines with my questions but 
in vain. I hope your superior mag will enlighten me. 

1 . What games, if any, will come with the Megadrive 
32X? 

2. Why the change from Mega-32 to Megadrive 32X? 

3. Will any 32X games be able to produce FMV without a 
Mega-CD? 

4. When the Megadrive and Mega-CD2 were released, 
the price was significantly cheaper than when they were 
first announced. Is there any danger of this happening to 
Megadrive 32X? 

David Stanley, Sidcup, Kent. 

SM: Right then. 1. There may be a bundle-packed but if 
would be more expensive. Try around the £180 price- 
point (but that is in no way an official announcement). 2. 
Because it sounds a lot better, don't you think? 3. They 
would be able to, but 
what's the point? You 
wouldn't get more than a 
few seconds' worth of FMV. 

4. Not really, £150 is a 
pretty keen price already. 


VOISECR 
niRCflzinE! 

Yol SEGA MAGAZINEI 
What can I say, I never miss 
an issue and me and my 
(sad) pals think you are 
great. 

A Three cars are luetter than one. Or are they? 1. Any chance of a tips pages 

for arcade games? 

2. Do you know where to get hold of the six-button infra¬ 
red control pads? 

3. Is Super Street Fighter II really for one to eight peo¬ 
ple? 

4. And will you need two multitaps to play with eight 
people? 

5. What's an RPG? 


mORE inTElUCERT QUESTIORS 

Dear cool SEGA MAGAZINE, 

Please answer these Megadrive 32X related questions 
because you seem to know the most about the smashing 
new system. 

1. When Star Wars Arcade is made, will you have the 
freedom to pilot your X-Wing anywhere you want, like on 
X-Wing for the PC or will it be on a fixed course. 

2. Will Star Wars Arcade and VR Deluxe both have a 
two-player option? 

3. I have read in your previous mags, which are fab, 
(thank you, most kind etc - Rich)) that VR Deluxe will fea¬ 
ture three different types of vehicles and six different 
tracks, but I think they are unwise adding new vehicles. 
Sega should concentrate on getting the proper game 
arcade perfect and adding these new cars will decrease 
the cart space for that to happen. What do you think? 

4. And finally I would like to know once and for all, is 
Virtua Fighter being made for the 32X? Some magazines 
say yes, some say no, so can I rely on you to give me the 
right answer? 


T J McCall, Glasgow. 

SM: I'm getting bored now. 1. We occasionally do arcade 
tips alreody for top-notch games like Daytona. 2. Yes, a 
shop. 3. Indeed, yes. 4. No, you only have two people at 
the console at once, but eight players participate in the 
tournament. 5. A Rectal Prolapse Generator (hots off to 
the man Rad for that one). Well, Role-Playing Game is 
what it actually means, to be honest. It's not as amusing 
as rectal prolapse generator, but there we go. 


Right, well that's a couple of hours of my existence 
gone. For good. My only reward is that maybe I've 
shared some of my infinite knowledge with my 
beloved readership. But those hours will never be 
recovered. Nor will the seconds I'm wasting writing 
this outro. I think I'll stop now. 




























Hotlv tipped as one of 
the top mouies of the year 
is Ulolt Disney's Ihe Lion 
King. Long-time ramponions 
of Disney in the f ilm-to- 
gome business is Uirgin 
Interoctiue Entertoinment 
uiho houe produced uihot 
is, quite fronkly, on encei- 
ient niegodriue tronsiotion 
of the onimoted wonder. 
Richord Leodbetter tokes 
you through the gome. 




# Simbo jumps 
on his foes in 
order to send 
them to "the 
other side"... 


i I I 


I : > 


^ This extra special bug increases the length 
of his roar-meter, giving his throaty 
vocalisations extra oomph. 


The young Simba 
explores his kingdom, 
doing bottle with 
porcupines, eating 
bugs and generally 
getting up to all sorts 
of youthful 
tomfoolery. 




• ... but these 
porcupines 
require special 
treatment. 
Simba needs to 
either roll at 
them or roar 
heartily in order 
to get them to 
turn over. Then, 
he can jump 


# The end of the level 
pits Simba against his 
first deadly enemy - a 
hideous hyena. Only 
by weakenina the 
animal is Simba able 
to effectively attack it. 
















Take one of Hie most popular Disney films ever 
creoted. Add Westwood Studios, creotors of one of the 
best Megodrive tides ever: Dune II. Mix in liberal 
quantities of superlative animation from the studios of 
Walt Disney. Wtiat do you have? 

Well, various suggestions spring to mind, but the 
answer on the ca^ is ^^the Megadrive conversion of 
The Lion King". And here it is in SEGA MAGAZINE, 
totally exclusively. 

The film is notable for Disney because, for the first time in their 
feature>length animated history, they've actually come up with 
the story for themselves. The plot concerns a young lion who 
goes by the name of Simba. At a young and tender age, his 
parents ore killed in an incident orchestrated by the evil Scar» 
a somewhat sinister lion jealous of the power wielded by 
Simba's fother. 

Scar banishes Simba into the wilderness, telling the poor lickle 
lion thot it is he who is responsible for his father's death. 
Stricken by remorse, Simba enters a prolonged exile. Years 
later, spurred on by the ghost of his father, Simba returns and 
prepares to do battle with the evil Scar in order to reclaim his 
rightful position and restore order to the troubled land. 


THE LION KING IS EXCLUSIVELY REVIEWED ON PAGE 74. 


giraffes don't 
seem to mind 
Simba using 
their heads as 
plotforms... for 
a short time at 
least. 


There are two sets of lion-tossing monkeys in this 
level. Basically, Simba needs to take a rhino-aided 
leap into the trees in order to get thrown about by 
them. They rarely take him where he wants to go. 

That being the case, roaring ot 
^ the pink monkeys to make 
^ them throw Simba in a 
A different direction is 



CKUIG 


To the tune of 
the Tim Rice 
sing-along clas¬ 
sic, Simba enters 
the stranae 
world of lion- 


monkeys, rhino 
tail-swinging 
and pink ostrich 
riding. You 
know, I can't 
believe I just 
wrote that... 


. The ostrich is quite simple to master. As 
he runs along, he has the habit of running 
into trees holding solid objects that Simba 
could damage himself on. Duck under trees, 
jump over pink hippos and prepare for the 
occasional Shinobi-esque double jump. 


the order of the 
day. It's quite a 
convoluted logic 
puzzle, actually. 



















SnFHRI 50 DOODV! 


Simba's lost in the fabled Elephant Graveyard > a dark, 
dreary place populated by hyenas and vultures. And 
elephant bones, of course. Hence the name. 


IHE BEPHIHn GIMUEVlIRD 
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Q Often attacking in 
twos or threes, these 
vultures ore ten times 
more bothersome thon 
the hyenas. Luring 
them into swooping of 
you, then jumping on 
their heads is the plan 
for success. 


Narrowly escoping Scor's 
twisted stompede*related 
scheme, Sim^ is exiled into the 
wilderness. But that's not good 
enough for Simba's evil uncle, 
who dispatched his most sinister 
minions to run Simba to ground. 


The platforms get pretty sparse at obout this 
point. Using Simla's talons to get a hand-hold 
on rocky outcrops is the name of the game. 


Pegging it along these rocky tunnels is imperative, owing to 
the presence of an Indiana Jones style rolling boulder. Run 
Simba! Run! 


Making matters even worse is the constant bombardment of falling 
boulders. There is a pattern to them, so working out where they'll drop 
next isn't that much of a problem. 


Although it's a plot- 
form game. Lion King 
is more like Prince of 
Persio thon Aladdin. 
Case in point: here 
Simba needs to oscend 
this chasm, leaping 
from spike to spike. 




Double hyena 
trouble! Simba must 
use of all his newly- 
ocquired battle skills 
in order to dispatch 
these two very nasty 
pieces of work. 


Simba makes 
his way into a 
jungle paradise... 
but this lush 
greenery hides 
many dangers, 
including venom¬ 
spitting frogs, 
massive tarantulas 
and a particularly 
nasty Donkey 
Kong-esque 































THE 


Lion king 






The scene turns into 3D as the 
evil Scor starts a stampede! Guide 
simba along the canyon, avoiding 
the rampaging might of the 


The bison run ot vorious speeds, 
making the choice for the right poth 
quite difficult 


At the end of the 
level the rock 
warnings 
disappear and the 
screen fills to over* 
flowing with the 
stampeding 
menaces. 


Simba makes his way 
down these water 
chutes. There are many 
to choose, some leading 
to more advantageous 
positions in the level. 




This enormous 


waterfall is one of the 
level's more taxing 
problems. You need to 
climb it, jumping from 
log to log. It's consider 
ablv harder than it 
looks as the logs are 
fallina at different 
speeds. 










II 


This gorilla boss is rock hard to defeat. 
Included in his repertoire is deadly fruit 
throwing, lethal ground stomping - and o par¬ 
ticularly nasty slap if Simba gets too close. 
Several head blows are required to defeat him 
and thus complete the level. 
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Suitably spooked by his father's message 
from the grave, Simba decides to train himself 
up for his return to his homeland. And what 
better place to do it then in the hostile 
environment of this level? 


Once you've 
reached the 
end of the 
platform, 
you're able to 
jump down 
and ride a raft 
along the lava 
river into 
unknown 
danger. 


Dripping lava along 
with molten rock 
geysers are some of 
the very first hazards 
Simba comes across, 
along with deadly bats 
from the abyss... 


From here, we're 
going to keep the 
game a bit of a mys¬ 
tery... here's a few 
spoiler screenshots 
for you to look at, 
but we're not going 
to reveal any more. 


Hyenas team up with jaguars to patrol 
the top platform. Reaching the end is very 
difficult indeed. 


At the climax of the level, the ghost of 
Simba's dad arrives on the scene and com¬ 
mands the youthful lion to take his place in 
the Circle of Life... 


Nasty jaguars 
have an annoying 
habit of popping out 
of the scenery. 
Simba's sharpened 
talons and slashing 
skills come in handy 
at this point. 




This is the first level where 
you control the adult version of 
Simba. Equipped with more 
combat moves and a much 
more effective roar, the boy 
Simba is more than ready to 
take on Scar and his evil min¬ 


ions. 




BORETU 


























THE 


LION KING 


Simba hos been given several modes of attack - his adult persona in particular hos 
many moves designed to help him get the better of Scar. Here's a quick guide: ^ 






m 




Even the very 
foliage is olive with 
evill It's down to 
Simba to use his clows 
to slosh o path 
through. 


Keep a lower profile and 
attack. Much the same as the 
normal attack. 


ROHR 

A much more impressive vocalisation, but has little effect on any 
tjiing larger than the smallest monkey. 


5®! 








Good for scaring small animals, but it 
does little else. It doesn't really sound 
that impressive to be honest. 


When your prey's defences are 
down, go in straight away for 
this instant4^. 








A pretty straightforward attack. As you can see 


This is good for upsetting the crea¬ 
tures that Simba would otherwise 
have to roar at (like th#* norcupines 
and frogs). 


OEIERSIUESIRSH 

Rearing up on his hind legs, 
Simba claws ferp^usly. Smart as 
a defensive^em»>« . especially 
agorat moro lhan one assailant 






























lUio years ago there was born a new genre of 
uideognme. Ecco the Dolphin brought on incredible 
original concept to the Dlegodriue (cue video 
trailer voice-over man) and now he's bock... in the 
adventure of o lifetime. Richard leodbetter dons 

his scuba gear. 




The original Ecco the Dolphin gome may have been 
incredibly original and redefined the arcade adventure 
genre and what-not, but don't you think it's just a little, 
like, unrealistic? 

For a start, a highly advanced alien civilisation with the power of 
space flight decides to take over the earth by, er, kidnapping the 
majority of the dolphin population. Then, one dolphin known 
only os ''Ecco'' decides to release the kidnapped marine mam¬ 
mals by travelling back in time to ancient Atlantis before warp¬ 
ing himself into Outer Space to take on (and indeed kill) the 
alien queen herself. 

Now the implausibility is set to continue in Ecco II: The Tides of 
Time. In the best tradition of alien villains, it turned out that 
Ecco DIDN'T destroy the alien queen at all (not even in the par¬ 
allel dimensions where the CD and 8-bit versions took place). 
She was merely weakened by the plucky dolphin's attack and 
has come to Earth to create a new alien hive. 

Meanwhile, Ecco himself is having a pretty bad time. Although 
he rescued his pod and everything should be hunky-dory, he is 
haunted by strange visions of dolphins with huge fins, the alien 
queen, a new hive and (worst of all) a future ocean devastated 
by alien invasion. 

Striking out in a desperate attempt to sort himself out before he 
loses his dolphin mind entirely, Ecco swims out in search of the 
truth... 

ECCO II: The Tides of Time is reviewed on page 86. ^ 


Ut'' 



It's a Turner seascape original. Doesn't it 
look quite lovely? 



Unlike the first Ecco game, the 
new title enables our hero to 
locate new songs (above). Sing at 
them to enhance Ecco's destructive 
singing power • just like that 
Heineken export advert. 


Level two. That puzzle. If s 
flinkin' difficult to work out. 


. Just like the original dolphin 
game, it's possible for you to 
perform amazing leaps and 
somersaults - one of which you're 
not seeing in this picture! 



Skytubes are an intriguing 
addition to the Ecco formula. 







































n DHV in THE IIFE OF ECro 


What's this? According to one of 
your more informed dolphin buddies, 
this teleport ring enables Ecco to 
traverse huge spatial distances v^ith 
relative ease. Intrigued, Ecco enters the 
ring... 



For a dolphin like Ecco, the laws 
of physics and probability along 
with the basic fabric of reality Jon't 
really mean much at all. If the time* 
travelling, space-warping activities 
of Ecco I didn't convince you, check 
out this day-in-the-life taken from 
Ecco's antics in this latest adventure. 


It's a lovely day for Ecco. 
There's not much to do, apart 
from somersault out of the 
ocean a fair bit, eat fish and 
basically sing a lot to your 
neighbouring dolphins. It's the 
ideal existence really, but Ecco 
is restless, desperate for new 
adventure. 




Our heroic dolphin immediately 
enters a bizarre 3D world. The basic 
point of it remains a mystery to Ecco, 
but swimming quite quickly through 
the rings appears to be a very good 
idea... 



The retormed glyph 
endows Ecco with a 
temporary stone-shattering 
song, leaving him free to 
access the next level. 



The earthquake strikes! The ocean bed 
shakes and plentiful supplies of potentially 
pain-inducing rocks begin to fall on Ecco's head! 


Ecco survives to reach 
the Two Tides zone, and 
here, underwater, he finds 
a new song. By double¬ 
tapping on the joypad sing 
button, Ecco is able to fry 
his undersea opponents 
with a four-way attacking 
song! 



These strange seaweeds slow Ecco down, 
leaving him vulnerable to attack from the 
sea's less friendly inhabitants. 



Upon 
arriving 
in the 
Skylands 


interest¬ 
ing sight - 
rock 

pools suspended in 
mid-air! The evolved 
dolphins inform the 
young singer that he 
must ascend... 







Reaching a new level, Ecco finds 
that there is a new type of glyph. 
These crystals fragment into two 
halves, allowinq Ecco to pass. 
However, the glyph soon closes up 
basically meaning that there is no 
going back. 


The glyphs 
are still present 
in the future 
and the key-lock prin¬ 
ciple (find one glyph to 
open another) still 
holds true... but only 
for some of the crys¬ 
tals. New techniques 
must be mastered in 
order to open up some 
areas of the game. 



Skytides is the next level Ecco 
encounters • and it's quite unlike 
anything he's ever had to deal with 
before. The screen now scrolls auto¬ 
matically, and if Ecco doesn't keep up 
with the movement of the screen he 
plummets spectacularly down to the 
islands below. 


I 


Singing at these bubbles causes an 
incredible chemical reaction that sends 
Ecco flying around the sky, enabling him to 
land in higher rock pools. Reaching the top is 
the aim. 


In the Fin to Feather stage, Ecco 
encounters these strange crystals. 
Contact with one of them trans¬ 
forms him into an albatross! 

Famed for their gliding abilities, 

- Ecco is 

able to 
use this form 
to reach 
areas that 
his dolphin 
body would 
be unable to 
reach. 






I-^ • I Reaching the 

f|Ci — ^ 11 J Asterite at 

i 

^ learns that 
alien 

I—: - back in busi¬ 

ness by sharing his thoughts with 
the aged marine lifeform. Quickly 
taking the nearest time warp back 
to his own time, Ecco begins his 

3 uest to bring the alien Vortex 
own • and save the future in the 
prcKess! 


dim.) 




















Several rings later, Ecco finds himself trans¬ 
ported to Crystal Springs, and so begins one of 
the most illogical puzzles he has ever faced. A 
dormant glyph at the ocean bed needs to be 
reactivated. The only way to do it (and the 
game doesn't exactly dish out the hints and tips 
here) is to sing at the four glyphs dotted around 
the ocean. As you sing at them they bounce 
back and forth. Further singing causes them to 
increase velocity until they break free. Now sing 
at the glyphs and guide them to the dormant 
crystal. Ecco now has the key for his escape. We 
don't normally give away solutions, but in 
order to preempt the huge amount of phone 
calls we're going to receive, we're printing the 
answer in this case. 


A strange lifeform appears 
before Ecco. It turns out to be a 
highly evolved dolphin 
descendant of Ecco's • who just 
happens to have the ability to 
travel through time! The future 
is in danger of being destroyed^ 
unless Ecco travels to the 
future to see an old friend... 


Slip-streaming behind heavy 
objects to defeat the heavy 
currents was a technique 
mastered in Ecco's previous game. 
Not surprisingly, it still works in 
this new adventure. 


The future is a 
strange place, 
inhabited by fly¬ 
ing dolphins, 
strange under¬ 
water lifeforms 
and huge water 
tubes that jut up 
into the clouds. 
Now Ecco is able 
to swim into the 
skies. 



The scrolling changes direc¬ 
tions regularly, so deft reflex¬ 
es are required in order to 
progress. Not helping matters 
much is the fact that some of the 
sky-tubes are cut off abruptly. 
Ecco's acrobatic prowess comes in 
handy for leaping from one tube 
to another. 


These holes in the sky- 
tube's structure don't exactly 
aid Ecco either. Dodging them 
is the order of the day, but 
their ability to move about 
doesn't do the young dolphin 
any favours. 



The restrictive scrolling is gone, 
but there is a far more deadly 
threat in the Tube of Medusa. 
Huge creatures have taken over 
the tube and their armoured bod¬ 
ies make them virtually indestruc¬ 
tible. The only way for Ecco to 
progress is to use his superior 
agility in order to get by... 















Returns! 

Everyone likes performing onimols. Dogs thot soy sousoges, 
cots thot con skoteboord, seols thot bolonce bolls on their 
noses.But their toients cnn't compere to those of the rocket- 
A Hong by your toil. pgmQ|.Q|| opossum. So omoziog is he, thot he starred in one of 

the best Dlegodriue gomes of iost yeor ond noui he's bock. 
Our very own writing chimpnnzee, TOID GUISE, takes o iook. 




▲ Fiy through the air. 



▲ Siice and dice. 



▲ Brealcdance. 



▲ Cut swathes through 
baddies. 



A Unscrew machinery. 


What can a 
rockehpownred 
rodent do? Look 
above and seel 


Ever wonder what became of Laika the 
Space Dog? The poor animal blasted 
into space by the Russians back in the 
Sixties. Could she, like fellow space 
travellers Neil Armstrong and Buzz 
Aldrin, have been so overwhelmed by 
the experience that she turned to 
alcohol or religion? Don't be daft, she's 
dead. Or is she? Weil fellow gamestreis, 

I can now reveal all. Having seen other 
worlds, she knew her destiny was not 
here on Earth, but among the very stars. 
Stealing a prototype Firefox starcruiser 
from her superiors, she took to the 
cosmos and discovered ALIEN LIFE! Yes, 
her ship crashed on a distant planet 
inhabited by barbaric opossums. 
Fortunately, these savage rodents 
believed her to be their fabled goddess 
Boobarus and, taking advantage of the 
situation, she taught them astrophysics 
in the hope they might repair her ship. 
Sadly it was never to be. A fatal piece of 
spaceship lodged in her brain claimed 
her life, but not before the opossums 
had constructed small rocket packs. 

Now these 'rocket rats' are seeking the 
homeworld that Laika spoke of - Planet 
Sausages. Last year a coded message 
reached us, but the FBI hushed it up 
claiming it was "just a game called 
Rocket Knight Adventures". 

Unperturbed, the rocket rats have sent 
another message and this time I've 
intercepted it. So read on as I reveal the 
world of Elhorn and believe me when I 
say... The Day of the Opossum is com¬ 
ing! 

Pinner OF THE opossums 

A world inhabited by rocket-powered 
opossums may be a difficult concept to 
swallow, but when Rocket Knight 
Adventures was released last year it all 
made perfect sense. Konami's answer to 
Ghouls 'N' Ghosts, this platformer had 




A Oh, Mr Rocket Knight... 


A ...How you like to have a big fight. 



1 


A With your fuzzy ears... 



, And your tiny wet nose.^. 

I 



A ••• My, how your little rocketpack goes. Let's do th# rocket rumble. Rock! 


OiMI> 




























































SHOlUCnSE 




1^1 



RESHLV CRRUmCS 

It seems Sparkster was left mentally scarred by his 
ordeal with the Pig Lord. In the first game he 
enjoyed nibbling on little more than bananas or 
apples. Nowadays however, he requires something 
a little more substantial, such as a hunk of animal 
meat. Aghast! Here we see Sparkster about to tuck 
into a delicious severed limb. 





■m 


A It's a lovely day and Sparkster is 
taking his young lady friend and her 
gristly mother for a ride on his pet 
triceratops. 


A Suddenly an evil Rocket Knight 
appears. "Your mother or your 
witel" He cries. "Take the mother." 
replies Sparkster. 


▲ Alas, he leaves the mother. 
"CursesI" exclaims Sparkster. "I'll 
wage war on lixard people over the 
hill." And thus our story begins. 

















































The game opens in the jungles of Elhorn os 
Sporkster sets off to kill some lizards and rescue 
Princess Possy. 


The chase is on as Sparky is followed 
through these tunnels by a huge ball... 


...which turns out to be a giant lizard. 
Take to your trampolines, contestants. 




Mind you don't get caught under the 


At the end of the level 
Sporkster clambers 
aooard a speeding train. 
Fall off and you're history. 


Say, that's a big pair of 
boots. Size 20 I'd say. 
They must belong to ... 


... a mutha-crunchin' 
huge robot! Go for the 
nose, that's always a 
good bet! 


It's a piece of the ancient sword of 
Elhorn! There's a bit hidden on each level 


fTTiT?lT* 






After all the mayhem on the Lizard Express 
Sparkster ends up in the desert. 




Woah! Big sand 
snakes. Annoying, but 
easy to kill. 


Flying through these 
deadly spikes takes pre 
cision accuracy. 


This fire demon turns up 
halfway through the 
level. Beware of its hot 
spew. 


It's a well 
known fact 
that the only 
way to hurt 
a tree is by 
bashing its 
nose. 




Looks like there's 
nothing else to do but hit 
the lamps... 


...and hurrah! These 
secret platforms are 
revealed. 


„ This huge dragon 
appears at the end of the 
level, arabbing Sparkster 
in its claw. 


Aim for the head. 
That's the weak spot! 


Watch out for the tail 
It comes whipping 
throuah the Aoor. 








































































SfllCES 

Having reached the summit of the 
ancient pyramid Sparkster happens 
upon a giant airship. 


Destroying these rotor blades is the 
key to crippling the airship. 



It may look like 

The ship is 

Princess Possy, 

beginning to ' 

but it's just a 

disintegrate. Now 

lizard in disguise. 

it's a race through 
the inside. 



Atop the crumbling 
ship this mischievous 
imp appears. Watch 
that fireball... 


...Because it shrinks 
Sparkster down 
leaving him almost 
totally helpless. 


Now the imp's multi¬ 
plied himself. Which is 
the real one? 



all the feel of a mediaeval swashbuckling epic 
with the added novelty that the dashing hero was 
a furry tree-climbing rodent in a rocket pack. 
Sparkster was his name and as the last of the 
fabled Rocket Knights it was his duty to protect all 
the little opossums of planet Elhom from the 
fiendish schemes of the Dark Pig Lord. This he 
did admirably in what has to be one of the most 
enjoyable platformers to appear on the 
Megadrive. Indeed, it was only a matter of time 
before a sequel surfaced and now Sparkster has 
returned. 



Following the format of its predecessor, Sparkster 
sees our hero once more battling to protect his 
fellow opossums from a deadly alien invasion. 
This time however, it's not pigs that are the prob¬ 
lem, but pesky lizards. Still, it's nothing a rocket- 
powered poke in the eye can't sort out and so 
Sparkster has to battle through seven levels of 
reptilian mayhem to restore justice to Elhorn. 

As with Rocket Knight Adventures, the levels in 
Sparkster aren't your average platform fare. 
Mastery in the ways of both the rocket pack and 
opossum are vital to survival as Sparkster has to 
fly through mazes, power through walls and even 
use his tail to clamber along cables above 
seething pools of lava. 




Being a sequel, you'd expect Sparkster to expand on the 
features of Rocket Knight and indeed it does. First and 
foremost, Sparkster's rocket pack has been considerably 
modified, recharging its battery far quicker than in the previous 
version. This adds greatly to the pace of the game as Sparkster 
now rockets all over the shop, using his new found freedom of 
flight to reach what would have been unattainable heights in 
the first Rocket Knight game. 

Mind you, this modified rocket pack is essential for getting 
around the game, because the levels in Sparkster are far bigger 
than they were in Rocket Knight Adventures. So much so that 
there tend to be a number of routes through each level, some 
of which are only accessible through expert use of the 
rocket pack. 

On top of all this, the graphics and, most noticeably, the look of 
Sparkster himself are drastically different from the original 
Rocket Knight. Gone is the cute, fat and somewhat 
cumbersome Rocket Knight, now replaced by a leaner, meaner 
and flashier hero. 


Being one of the greatest Megadrive platformers ever. Rocket 
Knight Adventures is a difficult act to follow and Konami must 
have had quite a task on their hands when they started putting 
together Sparkster. Great graphics, fast-paced action and, the 
most important trait of the first game - highly original game- 
play, are essential to its success. The end result is more than 
impressive, but is it better than Rocket Knight 
Adventures? And how does it fare against 
this Christmas' top releases? There's / 

only one way to find out - turn to / / 

page 108 and check out full / 

review. 










































































That's right, you young Knuckleteers, the rumours ore true! Sonic and 
Knuckles is indeed a plug-through cartridge. By flipping open the hatch at 
the top, you may plug Sonic 2 or 3 into the top (in a similar fashion to using 
a Game Genie) with startling results. Just iooky see. 


Remember the end of Sonic 3? When Knuckles plunged to his doom and the 
remains of Robotnik's Death Egg were sent flying Into the ether? It was all a 
bit of a disappointment really, wasn't it? But wait, because that wasn't 
where it ended at ail. Plug your cliffhanging copy of Sonic 3 into the all-new 
Sonic and Knuckles temponiNfettocement unit and this is what happens. 


The wonders of Sonic and Knuckles goes far further than just fogging these 
extra levels onto Sonic 3. Oh yes. When linked together, this all-new 34-meg 
game (for that is the total memory of 18 Meg Sonic-and-Kmiddes and 16- 
meg Sonic 3 combined) allows Knuckles to take part in the original levels of 
Sonic 3. What's more, his new powers actually allow him to roach sections of 
the zones previously inaccessible to Sonic. Remember that blocked up tunnel 
on the first zone? Well Knuckles can bash through it with ease. The zones are 
also changed slightly to make things a little tougher for the smarmy pink 
echidna. 

On top of all this, the lamp post bonus stoges hold a surprise, because on 
top of the regular bubble-gum dispenser stage, there's also the two new 
Sonic and Knuckles bonus stages in there. You never know which one you're 
going to get until you enter the level. ^ 


Sonic got through Act 2? So it's 
not the end of the gome then? 


But waiti The fight ends too 
quickly. Why, Robotnik didn't even 
use his big clow on young Sonic. 


The gome now continues into 
the seven oil-new Sonic and 
Knuckles levels, only this time 
Jails can join the action. 


Indeed not, because the game 
moves straight onto the 
Mushroom Hill Zone and look - 
Knuckles still lives! 


If you think you can use the 
power of the Chaos Emeralds to 
coast through these new levels 
os SuperSonic, think again. 


▼ ...Sonic finds 
himself in this 
strange cavern. 
And look what's 
in it - all the 
Chaos EmeraldsI 


▲ Oh no, a laser 
beam is stealing 
all the energy 
from the emeralds. 
Now Sonic is 
going to have to 
nnd them all 
again. This is the 
only way to 
complete the game 
properlyl 


A There are all-new giant 
rings hidden in the Sonic 
and Knuckles levels. Go 
through one and... 


Hi thfirG true belieuers, Tony Ihe Kid' Soper 

_ here. If you soui lost 

month'i thrill-poiked 

^ f ^ episode of Ulild Tracks, 

\ ' you may remember 

^ ^ . I tbotuiegoue Sonic and 

i; y / Knockles 0 uioodlond 
' rating of 92%, making it one of 
oor all-time forest fouourites. 

What's more, we also gave you an insight into the powers and abilities of that 
little-known countryside creature - Knuckles the Echidna, telling you all about 
his gliding and wall-crawling abilities. However, we didn't we tell you about his 
'other' power. The dark gift. For Knuckles (or The Pink Beast as he is referred to 
by superstitious woodland folk) possesses the ability to travel through time and 
space, into parallel dimensions! Don't believe me? Well read on, horror-fiends, 
as I reveal to you the true meaning of terror, in the spine-chilling tale I like to 
call... Knuckles in Sonic 2. And 3! 




Yes indeed, without a doubt, this is what Sonic and 
Knuckles and Sonic 3 were made for. Without each other 
these two gomes are incomplete, sort of like o badger 
without its paws, but combined this is just the best platform 
game on the Megodrive. If you've got Sonic 3, you've got 
to get Sonic and Knuckles to complete the game. Likewise, 
Sonic and Knuckles owners have to get Sonic 3. Better than 
getting your fingers bitten off by an otter. And I'd know! 
NUTKINS-O-METER: 5 out of 5 
























































Sonic and Knuckles' effect on Sonic 2 is very similar to its effect 
on Sonic 3, without the addition of those extra levels. Once 
again, Knuckles can change Green Hill history by taking part in 
all 12 zones of the game, including the 3D special stage. If you 
studied your woodland code last month, you may remember 
that Knuckles is unable to jump as high as Sonic and, as such, 
his climbing abilities play a much more important part in the 
completion of the game. 

Of course, the big question is on every forest creature's snouts 
is, who pilots the biplane on the flying level? Is it Tails? And if it 
is, how come he's never mentioned his close relation with 
Luckles to Sonic before? What is that cheap fox trash up to? 



BROIBIKKIIIIOIIGH 


THEimSTSOfimiE! 


NO NAY!,/) VO WAY? Ni 


Back to the original Sonic game. For indeed. 
Sonic and Knuckles has an effect, of sorts, on 
this ancient artifact. No, you can't actually 
play Knuckles in the original zones, but don't 
be too disappointed. Remember the 3D ball- 
collecting special zone from Sonic 3? Weil, you 
can actually take part in an on-going version 
of that game, battling through an unlimited 
number of mathematically-generated levels. 
There's even a password system to allow you 
to carry on your never-ending mission when¬ 
ever you please. 

Funnily enough, we found that if you plug 
almost any Megadrive cartridge into Sonic and 
Knuckles, you can play a randomly-selected 
special stage. This allows you to gain pass¬ 
words to later stages. Not that this is much 
use, because the game is after all, never-end¬ 
ing, but there you go. 




▼ ...this little 
game is hid¬ 
den away. 
Just a bit of 
fun really. 


. HODOJ 



Not much to look out for here, 
but seeing os oimost everyone 
must hove the original Sonic 
gome it's a nice little addition, 
especially if you like the 3D 
bonus stage Mind you, the 
only person who could like the 
stage this much is Ed Lomas 
Still, no point dwelling on 
those little freoks of noture. 
Anywoy. I'm off now, but 
don't forget to keep o look out 
for my fingers on your local 
river bank They must have 
gone through the system by 










































ST^T 


Shoot to kill! Blast the alien scum! 






nireadV being hailed os one of the most oction-paiked, 
eoplosiue blasters euer to hit o 16-bit system, Konomi's 
Probotector title is simply astounding. Featuring the most 
bosses, the most uieoponry and the most gratifying eoplosions 
yet seen, this is one stunning title. Guiding you through the 
mayhem is the editor of this uiorthy organ, Richard leodbetter. 


Scrolling shoot ^em ups? Boh! Tve seen them 
all throughout the years, from Defender and 
Scramble through to Ranger X and Alien 3. 
However, not one shooting game Tve seen has 
as many things to blow up as Konami's latest 
classic, Probotector. Well, actually, come to 
think of it, Tm sure that Treasure's Gunstar 
Heroes might have something to say about 
that, but being a piece of silicon inside a plastic 
case, I doubt it. But I digress. 

The fact is that objects don't just explode in 
Probotector. They, like, really explode. In fact, 
a lot of the enemies you face rise phoenix-like 
from the grave, just so you make them 
explode in an even more entertaining fashion. 
What makes Probotector so gratifying is that it's pretty 
darned difficult to make these things explode, so the 
resulting spectacular pyrotechnics are a most welcome 
reward. 

There is some pretty lame storyline that threads the 
various scenes of digital carnage together. It is the 
future and basically a vast alien fleet have deposited 
an invasion force on the planet Earth, teaming up 
with power-crazed earthlings (well, one actually) des¬ 
perate to grab a piece of power for themselves. Only 
the elite Probotector taskforce have the skills, 
resourcefulness and the destructive weaponry to really 
get the job. 

So, basically, hunt out the evil aliens and their collab¬ 
orators. Destroy! Killl Murder! Make things explode! 
You get the idea... 

PROBOTECTOR IS A SAAART GAME, REVIEWED AS 
ONLY WE CAN ON PAGE 76. ^ 


A This superlative boss robot is FULLY animated. 





Gun down the bikers in cold blood! 














































iTTrJTTJiTili* 


Hiding their true identities beneath masks (just like 
Spider-Man and that bloke out of the Pet Shop 
Boys), the Probotectors are the deadliest strike 
team on the entire planet. Their skills are many 
and varied, and each carries a different range of 
incredible weaponry. 


DRiumsai 

Concentrated laser beams prove 
mightily effective against the alien 
scum. 


RUtumv 

mf 

More powerful 
than the pulse 
cannon, and 
also covers 
more area. 


Hominc 

missus 

An infinite supply 
of medium-yield 
missiles. These 
babies home in on 
their target. 


CRBmDElllUIICHBI 

Almost as powerful as the drill laser. 
Useful for blasting targets below you. 


"lOCRnnO LORDED!" 

CX-1 is the epitome of hardness. 

He's so hard, he con make a 
grown man cry just by looking at 
him. Hobbies include blowing 
things up and shooting anything 
else that cotches his eye by mak¬ 
ing use of his vast range of 
powerful weaponry. 







PULSE PmUBHIP 

Treble the size (and the expio 
potential) of the basic 
pulse cannon projectiles... 


RBim 

LRSER 

Just like CX- 
1 's drill laser, 
but even 
more power¬ 
ful (if a bit 
tougher to 
aim). 



"LET'S ROCKI" 

This Probotecting mother has vir¬ 
tually the same look and athletic 
prowess as CX-1, but he's blue 
instead. Very fast and agile 
indeed. CX-1 can field-strip and 
re-assemble his pulse cannon in 
less than thirty seconds, but just 


^doesn't know what to say to girls.^ 



CRBIRDE 

LRUnCHBI 

The same 
weapon that 
CX-1 carries, 
basically. Lethal 
if you get on 
the wrong end 
of it. 


HDRimC 

LRSER 

Shoots a mass 
of low-power 
laser beams 
that home in 
on their tar¬ 
gets. 

































common mcnpons 

There are two weapons common to all 
the Probotector agents. The first is the 
basic pulse cannon (before it's powered- 
up). The second are the apocalyptic 
smart bombs found during the game. 
Excellent stuff for dealing with the 
game's more problematic bosses. 


poum 

HST 

When CX-3 
punches 
someone, he 
doesn't much 
about. Each 
finger on his 
weapons 
gauntlet 
unleashes a 
host of explo¬ 
sive charges. 
Devastatingly 
powerful. 


FUrniE 

THROUia 

Very useful for 
torching bosses 
and suchlike in 
record time. 
Also useful for 
starting up the 
barbecue in the 
CX-3 house¬ 
hold. 


BEnmuiBiPoii 

Just like the beam 
weapon in R-Type:^ 
down the fire button to power-up a 
lethal power-sphere and destroy all in your path I The most 
powerful weapon in the game, but slow to charge. 


W 








PHOTOnTORPOlOB ~ 

Defying the laws of physics (namely the law of the 
conservation of energy), CX-3 is equipped with an 
unlimited amount of deadly energy spheres. 


-3 

"ir'SPnVBRCHTimE!" 

Life's just hasn't really been that 
fair to CX-3, because his 
Probotector suit makes him look 
like a dog. Instead of instilling fear 
and terror in his foes, CX-3 ends 
up being stroked and fawned 
over. Until he blows them up with 
his multitude of explosive 
weaponry. Cunning eh? 



-lET'SPBRlVi" 

If CX-3 thinks he has problems 
terrorising his enemies, spare a 
thought for poor old CX-4. He's so 
small, the enemy barely notice 
him before he sends them to a 
photon-laden early grave. This is 
great for dodging enemy fire and 
finding cover, but not so hot when 
it comes to "chatting up" girls. 
Remember, size isn't everything. 



u-insBi 

Fires an intense barrage of V- 
shaped laser beams. Very power¬ 
ful, but a heavy weapon for little 
CX-4 to handle really well. 


PROTOn 

mncE 

A homing 
weapon, this 
incredibly 
powerful 
device has dif¬ 
ficulty finding 
its target, but 
it's curtains for 
the enemy 
when it does. 




BOOIRHUinC 

CRBIRDB 

These babies 
look like the 
grenades CX-1 
uses, but instead 
fly around CX-4 
to create an 
explosive protec¬ 
tive wave of fire¬ 
power. 


RomincspRoiES 

These photon spheres cir¬ 
cle CX-4 when the fire 
button is depressed. 

Let go of the button 
and they home in 
on the nearest 
alien scum 
merchant. 



















































lEUEl BEST 

There are six different endings to Probotector 
and many different routes through the game. 
Here we're showing you just two routes through 
the game, how they interact, and how different 
decisions lead to different levels. This map is by 
no means complete. It's just to show you how 
the game works. 




Going after the alien commander proves to be 
problematic, owing to his talent for summon- 
ing various flying legions of doom and large 
motherships. In a brilliant 3D road race sec¬ 
tion, you finally have him at your mercy... 
until he self-destructs! It was all a trick I 




A Facing up to the evil might of super-hacker 
Noiman Cascade in his twisted Virtual Zone. 


GROB ONTC MY HRCHINF RND I'LL 
TRKE YR TO UJHERE YOU URNT TO GO! 



1 


The alien commond e r scarpers ond dares you to 
follow, just as you receive a distress call from a 
top secret research facilityl What should you do - 
rescue the scientists or ^ after the alien com- 
manderf 


nnEniion! iue're 


BirniESfimons! 

Probotector is packed with some of the best¬ 
looking bosses since Gunstar Heroes. Take a 
look at these "muthas" and tremble with 
unspeakable terror! Ahahahahaaaal 




CnVRnillHIlllTOR 

There's nothing this guy likes more than 
chucking cars about and using his eye-lasers 
to loy waste to entire cities. He even dances 
about a bit if he ^Is likait. Blast himi Killl 
Ha, these facile victories only leave me hun¬ 
gry for MORE conquest! 


IEUEL3 

Speeding to the research centre at maximum 
warp, you're given a lift by your friends at the 
Air Police. But the aliens have dispatched their 
finest aerial combatants to engage you! You 
reach the centre, but it's too late. The aliens 
have the experimental X Drive and you're left 
to fight an incredible boss. 


Time to track down the hacker who's collabo¬ 
rating with the aliens. Hidden in a garbage 
dump, you need to fight your way through 
bikers, laser cannons and an enormous 
garbage beast before you can engage the 
hacker in a thrilling fight through CyberSpace! 





RnmpRin ROBOT 

Lurking at the end of level 
one, this particular robot 
has a razor-lined head 
that's ideal for razing sky¬ 
scrapers to the ground. 
Luckily he succumbs to your 
powerful lasers. 


maiTiuE/ 

OESTRUmUE 

ROBOT 

This robot takes up an 
entire haIf-a-screen, 
and just loves to use his 
hands... either for 
crushing you or for 
putting tc^ether spiked 
balls (for crushing you). 
Once you've found the 
right spot to stay at, 
he's easy to kill. 


THECRRBRGEmonSTER 

Lurking around trash is this monster's game and 
if you come near he'll have your family jewels 
for dinner. Although big, with very nasty spiked 

hands, ne 
has an easy 
pattern to 
learn and it's 
not long 
before he's 
dead. 


THE UIRTURl zone 

The hacker, Noiman Cascade, sucks you into his 
virtual cyberzone and uses the full force of his 
warped psyche against you! After destroying 
three signs of the zodiac. Cascade morphs into a 
Cursor boss, which itself changes into tanks and 
helicoptersi Very difficult to defeot, unless you 
work out special techniques for each mini-boss. 











































LEUE17 

Clutching hold of your weapon^ you decide to 
take on the aliens. The scene shifts rapidly to a 
genetics lab where creatures from the jungle 
have their genes mixed to create all-new DNA 
terrors. Destroy the numerous bosses before 
moving on... 


2P 


The train is history. Now it's your job to track 
down the alien leader blast the crap out of 
him. Unfortunately^ a good few bosses stand 
between you and him - and all of them are 
quite unlike anything you've ever seen before. 


PROBOSaSBOSS 

This nasty-looking creature 
is rather easy to defeat, 
despite his laser-spitting 
nose and massive hands 
(that shake the bridge 
you're standing on in quite 
an alarming manner). A 
fair few hits are required to 
dispatch this meanie. 


TRflnSFORmERBOSS 

Rather similar to the Seven Force 
boss in Gunstar Heroes, but not 
quite as good. This robot is 
equipped with numerous rockets, 
extendible legs and helicopter 
rotors... as well as a particularly 
nasty lightning generator... 


SPHQIEBOSS 

Remember 
Ludwig, the egg 
thot sprouts legs 
and plays the vio¬ 
lin? Well, this boss 
is similar, except 
that it plays with 
high calibre 
weaponry rather 
than musical 
instruments. Kill iti 


A Take the Probotector speedboat in order to 
track down the aliens' secret stronghold. 




Surrender and you're disarmed and chucked 
on the alien leader's military train. Luckily, 
you're soon busted out and it's time to destroy 
the THREE (count 'em) train-based bosses, 
including a frankly incredible SCREEN-HIGH 
fully animated boss robot from hell! It's quite 
frankly stunning. 






lEua 5 

Speed through the jungle, taking on an entire 
species of bizarre primate before facing the 
proboscis might of the evil jungle boss! Enter 
the alien base and take on the twisted power 
of the deadly transformer boss. Problem is... 


2 


It's a trap! Tha aliens lured you here and you're 
helpless... or are you? Two options ore available. 
The first is to fight until the death... or you can 
surren^ like a sissy and hopo to escape later. 


lEUEl 9 

The genetics lab has been destroyed, but the 
alien leader has got away... and there's noth¬ 
ing you can do about that. What you could do 
though is destroy the super-secret enemy 
installation across the ocean. But you've got to 
get there first... 


insBi 

mnnoiiBoss 

Totally invulnera¬ 
ble to all forms of 
Probotector 
weaponry, this 
boss bounces 
about trying to kill 
you before using 
its cannon to blast 
you into your com¬ 
ponent molecules. 
Much cunning and 
reflexes are 
required here. 




RIRSSIUE 
ROBOTBOSS 

An incredibly ani¬ 
mated running robot 
catches up with the 
alien's military train 
once the 

xenomorphs learn 
of your escape. This 
boss will have you 
gasping in awe... 
just check out the 
pictures... 











































































Sylvestre Hlatuiliha, 
there's a name to 
conlure with and no 
mistake. It's also 0 
name to scare 



Hungarians with as well, thinking I? q 
about it Old Sly was something of 
a hero in the heady days of Ulorld 
War 1 thanks to his skill at blowing 
up enemy railway bridges. In fact he got something 
of 0 toste for doing this and couldn't stop even when 
the war did. Hs a result he found himself, perhaps 
unsurprisingly, in prison and with no access to 
the kitchens, workshop, bomb-making facili¬ 
ties and uronium storage plant that his fellow 
inmates enfoyed. Sadly for eueryone encept 
the scriptwriters on 'Rllo 'nila the Second 
World War then broke out and thanks to a hit 
of a special dispensation-type cock-up Syluestre managed 
to escape, and was neuer found again. 




^ ^ mm 
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Mr ^ ^ . 
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Bringer of Death! Eat 

you stupid pink blobs! 


Still, we solve mysteries like this before 
breakfast at SEGA MAGAZINE and if 
anyone had bothered asking us we'd have 
told them that Sylvestre is alive and well 
and being rehabilitated by Hudson Soft, 
where he now works as a software devel¬ 
oper. His first project is a touching semi- 
autobiographical account of his early career 
with the whimsically self-referential title of 
Mega Bomberman. 

Actually, just in case there are any budding 
psychopaths out there who are now itching to get 
their hands on this title, that's all a big whopping 
great lie. You don't get to kill any innocent citizens 
at all, and a good thing too if you ask us. No, 
Mega Bomberman is actually the latest game in 
the well-established Bomberman series, although 
it's the first to arrive on the Megadrive. 
Bomberman is, however, also a bit of a one for 
dropping bombs. However, B-Man's explosives are 



of limited devastational ability, exploding 
in only four directions instead of 
destroying everything in a large radius. 

However, considering that these same 
detonators have a fuse of only about 
five seconds, this is actually a mighty 
useful quality, allowing your little chap 
to get out of the way before being popped 
off by his own hand. However, this does mean it 
takes a bit of skill to actually kill anything, but what 
are you eh? Unstoppable games animal or mouse? 
Well, you'd just better be the former, buddy, because 
you've got to penetrate the five zones of Bombworld, 
each of which has a number of sub-stages. Your task is 
to rescue the fractured stone tablets which safeguard 
your planet against evil and destroy the giant 
and highly nefarious bosses which guard 
each zone against goodness. 

MEGA BOMBERAAAN IS REVIEWED ON 9 ^ 

PAGE 84 



A No, Bomberman! Behind you! A Oh deor, it's shattered the Runic A Look, you've missed it now. Too A Oh d^r, the entire planet has 

Protection Stone! blimmin' late. been split opart. 




















































▼ See that bomb? That's you, that is. 


M When Bombernnan starts out on his travels 
^ ^ he can only drop one bomb on screen at a 

time, and these initial cherries have a limited 
range. Hov/ever, by learning the right bits of 
scenery to destroy ifs easy to up your arsenal 
somewhat. Right here is a list of the icons you'll find 
nd what they do. No, really, you don't have to thank us, 

.. . all our pleasure. 


Each screen of Bomberman is based on a grid 
formation, and your initial bomb blasts cover 
about two squares of this grid in each 
direction. Picking up one of these icons boosts 
the range of your explosions by one square in 
every direction. It's inadvisable to pick up more 
than three or four of these unless you want to 
make the whole screen a no-go area for your¬ 
self once you drop two or more bombs. 


Not, strictly 
speaking, an icon. 
However, walk over to this egg and it 
cracks open to reveal a little colourful 
kangaroo for you to ride. Whilst these 
fellows don't really improve your 
bombing capabilities at all, 
they do protect you 
from one single hit 
before they shuffle 
off to the other 
side. Gee 
mom, Kongo 
(sniffle) 

sacrificed him¬ 
self for all of us. 


A Hey, where's Bomberman gone? 


A Satan goes to Spain on his holidays of pain, he likes to kill 
and maim as the blood boils in his veins, at the restaurant, the 
beachfront, the disco. 


This here lit- | 
tie pick-up \ 
allows you to 
drop one extra 
bomb onto the 
screen at any 
time. Picking up 
at least a couple of 
these is essential if you're to lay 
any really decent clever traps 
for your foes. This is another 
one not to get carried away with 
as there's no limit to the 
amount of bombs you can drop 
at once and it's all too easy to 
put about seven down and 
immediately blow yourself up. 


Once you've dropped a bomb, 
there's nothing you can do about 
its location, even if you realise 
you've trapped yourself behind 
the mother. But now's your 
chance to say goodbye to 
those stationary bomb 
blues. With this icon, you're 
able to kick any bomb in 
any direction, whence 
upon it slides across the 
screen until it collides 
with something. 











































A See that bit of background? That's you as 
well, that is. 

ROUaiSKIITES 

Allow you to appear in 1980s Kylie videos. 
No, not really, this icon speeds up the move¬ 
ment of your chap. Don't pick up too many of 
these though, or your 
movement becomes ^ 

rather erratic and M 
unpredictable. 


SKUU 


As soon as you see one 
of these your best course of action 
is to blow it up immediately. Skulls have 
mystical voodoo powers which curse your 
character, reversing your controls or 
bestowing one of a number of other evil 
handicaps upon you. 


A See that bobble on top of Bomberman's 
head? Well that's you too. 


You may think that Bomberman is just going to 
encourage the youth of today to spend all their 
time planting bombs around the house and get¬ 
ting under their parents' feet, but there's actually 
a peacenik element to the game. At the end of 
each level, when you've destroyed your main tar¬ 
gets, all the explodable pieces of scenery which 
remain unharmed are transformed into bonus 
points coins. You are then given a whopping 
great fifteen seconderoonies in which to rush 
around the screen and pick as many of them up 
as possible. This is fine for some of the single¬ 
screen stages, but as some levels run over three 
screens or so it's unlikely you'll grab the full 
quota of booty. 


A This here is the bonus round. And it's you. 


f0ft\ a r.»] a r .1 a ~ b 


Brnic-i'mii 


If you're really lucky you'll have loads of friends. Perhaps 
you joined the scouts when you were young, or maybe 
you've got loads of money. Well, whatever the reason, 
you'll be glad to have mates if you get a hold of Mega 
Bomberman, containing as it does a 

_ whopping great four-player option I 

Actually, it might be best if you've got 
a lot of enemies, because you can only play against your friends in this 
Tournament mode, so it'll likely be the source of many arguments. You're all 
paced on one single screen with a bunch of blocks concealing any number of 
power-ups and have to wipe out all the other characters. If you don't really know 
anyone, and there's nothing wrong with that, you could just be shy, then there's 
no need to worry. It's possible to choose computer oppo¬ 
nents, and you even get to decide on what play style they 
have from an on-screen menu. And computer oppo¬ 
nents can look loads cooler than human ones too. 


conn HURT 


It's quite likely you've played a few platform 
games in your time, and you may have 
noticed a lot of them have one thing in com¬ 
mon - a mine cart level. Well just because 
Bomberman isn't a platformer, doesn't mean 
it reckons to be outdone by the likes of Taz- 
Mania and Asterix. Yes, this game too has 
mine cart sections, although whilst you're in a 
mine cart you're completely invulnerable and 
any foe that crosses your tracks Is history. This 
isn't all though. Mega Bomberman also fea¬ 
tures that other famous platform staple - an 
ice level. Oh my. 
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For the 

yelloui, green, 

broiun, blue, pink - nnd indeed block. 

Well, thot'i the ideo ony uioy in this 
entremely smort representotion of 
snooker. Jimmy White's Whirluiind 
Snooker is o simulotion quite unlike ony 
other. Using ground>breoking technicol uiizordry, coder nrcher 


Wocleon hos creoted one of the most distinctiue, stylish - ond oboue 
oil ployoble - sports simulotions of oil-time. Richord leodbetter cholks 


up his cue. 


F orget your SVP, DSPs and 32Xs. You have to 
admit that without extra technical support, the 
plain old Megadrive is just not cut out for 3D 
games. We've all witnessed the carnage when 
those plucky coders tried. FI 17 Night Storm, 
detailed simulation that it is, just doesn't cut the 
mustard. LHX Attack Chopper was a deep game, 
but the 3D was notoriously slow. 

For Archer Maclean, top-notch coder of games 
such as International Karate, IK+ and Drop Zone, 
converting his incredible Amiga Jimmy White's 
Snooker game proved to be an intriguing 
challenge. Apparently Sega told him that it just 
couldn't be done. Now, after many moons' worth 
of hard graft. Archer has done the impossible. The 
conversion is complete, and it's every bit as slick 
and fast as the original version. 

The result is stunning. Whirlwind Snooker is a 
game unlike any other on the Megadrive. In terms 
of sports simulations, it's in a class of its own. The 
snooker table can be viewed from just about every 
conceivable angle, making the lining up of shots 
quite easy (once you've got your head around the 
3D perspective). You can even switch views to any 
ball on the table and pan around to see the virtual 
world from that sphere's perspective. 

As you hit the ball, the computer takes over, with 
the balls moving in perfect perspective - there's 
even some superb Virtue Fighter style camera 
panning that frames the action perfectly. And if 


you're not impressed, careful joypad manipulation 
(well, pressing a button actually) can keep the cue 
ball and target ball in the same picture, which 
proves to be quite handy. 



A Demoplciy in actioni ^ 

Makes taking pictures much 
aosier as Rich demonstrafetw=^^^^^ 



luniiTSOPfions 


So, there's no denying that in the 
realism and graphical nicety stakes, 
Whirlwind Snooker is basically in a class of its 
own. But what about the game itself? The recent 
vogue is to cram in thousands of options into a 
console sports simulation - take a look at World 
Cup USA '94 for the ultimate in anorak option- 
dom. 

jimmy White's takes a more realistic approach 
(that is, you're more likely to actually use the 
options in this game). There's the usual one and 
two-player fare, along with practice games (and 
°the opportunity to let the computer line up shots 
for you if you're particularly crap). In order to 
show off the game's 3D routines, there's even a 
demo mode that shows the computer executing a 
decent break (a 147 break if you know the correct 
cheat mode). 



A Trickshot 23. Pot the 
orange beochboll in the 
other room. 
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A Don't worry ob 
that arrow, Rk 
Sixe isn't impoi 
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A The complete rundown of oil the 
trickshotS/ including the World's most 
impossible trickshot. If s impossible. 


A So Red Boll/ my old foe, we meet 
ogoinl Now feel the power of my 
heat vision, fool. BzzzzzzzI 


A Incase you're confused by the 
many options, here's a help screen 
that makes things even worse. 


Now there's a example of what 
happens when snooker balls inbreed. 
Archer, you old wag. Ha ha I 




I : MJfl •• 

iCT5S'H?r»-sifea 


Oh stop it, Archer. Ahahaha! 
You're so funny, he he he. Stoppit, 
stoppit. I'm going to wee myself. 


Archer Maclean. Now there's a 
funny fellow. Not funny in |he head, 
oh no. Funny ha ha, you understand? 


Why, here's an example of his 
humour. Leave the game for a bit 
and the balls do silly things. Ho ho. 
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COHPUTER 


JIMMY WHITE’S 
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SNOOKER 





























Undoubtedly fab as a two-player game, there's always the 
chance that solo players will grow tired of just playing snooker 
against the Megadrive. That being the case. Whirlwind Snooker offers Jimmy 
White masters the opportunity to hone their skills in the trickshot department. 
Players can choose from a variety of highly implausible shots and it's their job 
to pot balls, basically. If you get bored of the preset trickshots, why not make 
up some of your own? And if you get bored with that, try your hand at one of 
the five time trial challenges the game has to offer? 

JIMMY WHITE'S WHIRLWIND SNOOKER IS REVIEWED ON PAGE 84. 


THOT 

FUlli 




And lo, there was much sadness when Rich and Tom sat down 
for their first "hands on" game of Jimmy White's Whirlwind 
Snooker. What did all those little icons do? How do you use them? 
Here's where you can find out and avoid those poor fools' inane tinkerings. 



A This is where you 
judge the power of 
the shot. The lower 
the cue, the more 
oomph you give the 
boll. Watch out for 
too much power in 
combination with 
too much spin. 


UIGUIIinE 



A Funnily enough, this option 
allows you to rotate the table 
in a clockwise direction. Useful 
for getting "that angle" as it 
were, on the ball. 



A Much the same as the 
"rotote table clockwise" 
option, but in the opposite 
direction. Hence the name. 



A Brilliant for judging shots. Clicking on the target ball shows 
what will happen to that ball when the cue ball hits it. 


TocGiEPnna 




^ An 
essential 
item for all 
snooker 
players. 

Just ask 
Steve Davis. 
Or Jimmy White for that 
matter. Lack of chalk can lead 
to miscueing some shots. 
Which is not good. 



< Used to 
"stun" 
the boll, or 
indeed to 
"screw 
back". Very 
useful for 
some shots. 




A This icon (left) allows you to toggle between the two icon panels on offer. With the top-strip 
option (top-left) you can't zoom in and out, as you can with the left strip option (top-right). 



^ Side spin is essential for those curving 
shots that everyone cheers at if you pot a 
ball afterwards. 
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jIMMY WHITE’S 

WHIRL WIND 

SNOOKER 


A The icon used to muck about with the vertical camera angle. 


Allows you 
to take a closer 
look at the 
chosen ball, or 
”zoom in” on it, 
so to speak. 


▲ Gives players the score 
along with information such ^ ’ 

as who needs snookers and what¬ 
not. Used cunningly with button B, 
this icon gets the computer to 
calculate the best possible shot. 


The main 
tool used 
to up 
the cue 
boll for 

the shot. Small clicks allow for 
precision shots. 


A Locates the cue ball, 
allows you to swing around 
it by 180 degrees, and also 
lets you zoom in and out on 
it. Very useful. 


M Once again, patently obvious. 
Pans back, bringing more of the 
table into view. 


A A simpler version of this 
'how-to' guide, along with 
the option to return to the 
game's main menu screen. 


▼ Up crops the cue and the shot is taken, 
Simple as that really, to be honest. 


▲ Instantly snaps to or 
of four different views 
of the table, as shown 
in these four pictures. 

































▲ why, it’s the options screen. 


A A couple of pretty ATVs. 



A Mmm-mm, that corn cob sure looks mighty delicious. Apart from having 
those two toy cars racing over it. 



A This is a Mini Micro Machines track, and it's very hard to win in 
multi-player mode, but fairly easy in the single-player challenge. 
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VOU knOIU,|ieo|tesemtothlnlilt'ianeiiivlfiiiiiii1dnganSBinil1K, 
itf fitting iKiNiiid ptaylng gimei Old nevv doing 
lUnl, peofrin liiit niddn't ta nwre UMiing. Ulhn iiii're not 
puttkig out the nMgodno, iM ortuoly spend our tknc rouing thi 
giduny In the son iniG nbbuiiie Bottle BridgOr dbgutad Of 0 
Coodyeor Blnip ond ploted by the bilrepU 
Coptoh tmeny'Bndns'CoH. Rum here uie eodi 


use our ouei spedol oistnm uehUes to omuier 
euen^ col to duty hi 0 goniing emergency. n/V prob¬ 
lems? Just hong In there dtlien udilst Rkh speeds to 
the scene In Ids supeihip Hidght IBder cor udth the spe¬ 
dol dbuct M to Eim the DolphhL Got 0 umshed-up phitlhrm 
stor hongbig oround your house coushig trouble? Then tan 

CulselsantheuHiylnhlsrodiet-glderiBineduilthoscnreoflllMo- 
ntered Benst ndsales. But noui nne member nf the teem hns Ids biggest dud- 


A This roller acts as a speed booster. A Barge the other cars off the tablel 
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of Doom, the ueni piddtudbious luminosity of duBsodon os uie 
loioui tt coidd be brevocolily refleNHIed. Con the phNhy young 
Inuino suve reidHy? Dnui rend on. 


If you don't already own a copy of the original 
Micro Machines - and why not, eh? - 
you may require a little instruction as to the rules 
and format of the game. It's dead easy. When 
playing against the computer, four cars race three 
laps around a track, and whomever comes first or 
second goes through to the next race. With two or 
more human opponents, this same number of 
cars speed around for an unlimited number of 
laps (except with two players, when three laps are 
still the norm). Each player has a points bar. To 
win a point, you need to get your car to the very 
top of the screen whilst your opponents hit the 
back of it. Whoever comes first wins a point, and 
whoever comes last loses one or two points, 
depending on how many people are playing. 
Whoever fills their point bar first is the winner. 
Think you douchebags can handle all that? 








A Ooh, it*s a creepy basement cellar! I bet if s haunfedi Ooh, Mr Harris, save 
mei I'm too young to diel 


Micro Machines 2 is one of those clever J-Cart 
things, which means you don't have to use an 
adaptor to have a four-player simultaneous 
game, providing you have enough joypads. But it 
doesn't stop there, oh no. Codemasters have in 
fact come up with a method which allows EIGHT 
people to porticipate at the same time, by taking 
out the accelerating and braking - your car accel¬ 
erates constantly - and having one player use left 
and right on the joypad to steer, and another 
doubling up using the buttons for sideways turn¬ 
ing motion. The wonders of technology, eh? 







































































































THE PROPER CHRUEnCE 


The scene was set. Heroes of the free 
world Tommy G and Rad were 
teamed up, cyber-joypads on hand, 
to face the menace of Dr Sinistro and 
his bumbling lackey. The Seeds of 
Doom. A stamina-testing best-of- 
nine tournament was decided upon, 
both sides picked their characters 
and battle was drawn. 


C RIKE2: 
DamSHMUIGER 

mw 




Your brave correspondents steeled 
themselves for the next race - all was 
not yet lost. Being fun-loving 
creatures of the sunshine, as 
opposed to twisted twilight-dwellers, 
the SEGA MAG crew were far more 
suited to the environment of the 
beach buggies. The very bounciness 
of these vehicles was the undoing of 
Dr Sinistro and his cohort, with every 
wicked planned collision rocketing 
them backwards. The collapsing 
sand-bridges were also a constant 
threat to these partners in crime, and 
a mere two laps saw our boys 
claiming victory. 


Ol»CE4; 



An event which filled the 
pure hearts of Rad and 
Tommy with distilled ter¬ 
ror, this course features 
a ferry trip across the 
kitchen sink upon a 
sponge. Of course, few 
drivers make it to the 
other side thanks to the 
weafth of opportunity 
for unscrupulous players 
to knock their oppo¬ 
nents into the drink. But 
the Seeds of Doom let 
out a demented cackle 
of evil just a minute too 
soon. Acting as a proper 
team of God-fearing cit¬ 
izens instead of a sham¬ 
ble of sin, Tom and Rad 
beat Sinistro and Co at 
their own game, to 
secure their lead of 
three games to one. 



A Another tense 
scene as Dr Sinistro 
breaks away from 
the herok SEGA 
MAG racers. 



An evenly-matched race. Whilst 
the treehouse race environ was 
perfectly suited to the rough 
barging style of Sinistro and his 
Seeds, the course also contains 
plenty of skill-requiring twists 
and a couple of knotholes 
which, should they receive too 
much punishment, fall out to 
leave gaping maws in the track. 
As a result, this match went the 
distance. Only Rad's incredible 
cornering skill saved the day as 
he effortlessly squeezed past the 
dangerous holes in the timber, 
and once more the World 
released a partial sigh of relief. 


▲ Ooh, look out Tom, you're 
headinq striaght for that 
knotholel Don't let the Seeds 
pass you by. 


IRnCESrCROSSIIICOIIIOS 

One of the most feared tracks in the game. Crossing chaos 
features not only a number of deadly plummet-worthy cor¬ 
ners, but also a drone car-packed crossroads! Remember 
your Green Cross Code and think once, think twice, think 
absolute destruction of the universe. Sadly though, this was 
another event in which the fiends of the underworld used 
force to muscle the paladins of the Micro Machines world to 
their respective dooms and grab points left, right and centre. 
The world re-inhaled a sliver of a sigh once more. 
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A real test of both skill and patience, this. Scaled-down ultra-small micro 
machines are driven around a little play motorway full of harsh bends. 
Because the cars are so small, you need the equivalent of about three 
times the usual lead to score a point, and it's a really nerves-of-steel job 
when you're playing against people - or Things - of a similar ability. At 
the end of the day, only Rad and Sinistro could really hold their own, and 
all too often the races came down to duels between them, with each side 
gaining and losing points on a pretty much equal basis. Eventually Rad, a 
delicate soul, suffered acute nervous exhaustion and collapsed wheezing, 
his face bright purple. Sinistro took advantage of this distraction to claim 
the points he needed for victory. 



A Everyone's 1 



This seemed so simple on paper, a 
slow course with few opportunities for 
foul play. Surely even Guisey the 
Gaming Gibbon, could handle this? 
Evidently not. The peas placed to mark 
out the track proved too much for 
Tom's kebab-fuelled system, and he 
was grossed out to distraction. Rad was 
similarly off-put by Tom barfing in his 


A Your friends and ours line up for a 
game of Supermarket Sweep. 


hair (although he was the only one who 
noticed), and the Satan-spawned 
Cacodemons bought themselves a formi¬ 
dable position during this time. 

Eventually our heroes were powerless 
but to succumb to the Dark Forces 
abroad that night. 


W Soup, peas, 
sweetcom, 
bread. What 
a healthy 
meal. 


I to cheat here, quite obvioutly. 


iy< 

goes completely 
the wrong way in 
this exciting shot. 




Another course which reminded our 
kind-hearted hombres of decent, honest 
days out fishing in a character-building 
kind of way. Rad and Tom put all 
thoughts of their 4-3 games deficit out 
of their heads. Should they lose, there'd 
be no more carefree days collecting 
jam-jars full of tiddlers, that's for sure. 


Just endless repeots of Sale of the Century 
and The A-Team. Luckily, true skill and gam¬ 
ing genius prevailed as the pair used one 
boat to block the route for their opponents 
and the other to streak ahead for the bonus. 
Mother Nature's control of the harsh tide-like 
swells seemed to be with our heroes, and 
they truly spanked the bottom of the Devil. 




Another good play mode for people of 
limited sociability is the Time Trials 
option. This gives you free run of a 
number of courses, allowing you to get 
in some practice, and monitor your 
success at the same time. The ghost 
image of the record-holding car follows 
its old route forever and ever (a bit like 
with real ghosts and that) until the lap 
and/or race records are broken, 
whereupon the name of the successful 
player is entered into the memory of 
the game and their race logged as the 
next ghost car. 






A That shadowy 
thing there is the 
record'holding car. 



RnK9:BR^IianBllinPS 

r filled with evil 


Set In a dingy cellar 


I evil, corrupting bottles of 


i 


wine, the advantage lay firmly with the agents of disaster. 

But at this point, their plans for the annihilation of the 
cosmos were scuppered by the Seeds of Doom, who exhibit¬ 
ed a display above and beyond the call of incompetence. 

His selfish desires for personal victory cost the team dearly 
as he constantly crashed into his supposed cohort in vain 
attempts for glory. The apple-pie eating twsome were look¬ 
ing hot now. Sticking true to the straight and narrow path 
marked out in chalk, and exhibiting great skill In traversing 
the tricky centre ramp, using the handily-placed bouncy spi¬ 
der webs to control their landings. As the final point was 
racked up, Dr Sinistro let out a cry of anguish so disturbing it 
turned the streetlights to columns of antiseptic In several 
major cities across the globe, before vanishing in a puff of 
sulphurous brimstone. And the Seeds of Doom? Well, we 
just planted them here in the SEGA MAG vegetable patch, 
and we're waiting until next summer to sell the fruit off to 
the local market. Should bring in a few quid. 




If you fancy yourself as a bit of a top 
player, you'll soon get used to the sight 
of the Rufftrux bonus level, accessed 
every time you win three races In a row 
outright. Your truck is placed on a rick¬ 
ety treehouse floor and has a limited 
amount of time to collect a stipulated 
amount of Mini Micro Machines in 
return for an extra life. The tiny beams 
and gaping holes in the floor mean this 
isn't as easy as It sounds. The other 
thing top gamers should see a lot of is 
the Super Lap. If you complete a single 
lap fast enough, the actual time 
depending on the course, the Super 
Lap message is flashed on-screen and 
you're automatically put through to the 
next race. 



A Collect the little cars 
for on extra life. 



A What utter skill. 
Ahahahaa. 


A Those webs make 
excellent landing mots. 











































































































































Hnd so once more you houe 
sought me out I, Ederick lomos. 
Chief Ukelele Ployer in the 
George formhy Fan Cluh of Inner 
lUisdom. I, mho bestride the 
astral planes of mystic pouier like 
John leslie out of Blue Peter. On 
stilts, me, yes, me, the only soul 
in the uiorld, other than man Cul 
the mystic Baboon, mho knouis 
on English uiord which rhymes 
with "orange". Ulell, that's going 
0 bit for. I do, houieuer, houe on 
amazing, and some mould soy 
quite eerily disturbing, command 
of the morid of gomes tips. Hnd 
this, this my friend, is mhy you 
houe searched for me. This is mhy 
you houe cramled through 
deserts on your lips to reach my 
feet Rnd nom I shol remord you. 
Rhohahahahahahahaaaaaa! Turn 
the page, my subfect and you 
shall findeth the tips ye seeketh. 
Rnd, should you mish to 
contribute to the mystic pool of 
knomledge, forsooth perchance 
to post your tips to me at BRIRG 
ORTHEUIRGinSRCRmCETIPS 
PRGE, SHiR mRGRZIRE, PRIORV 
COUm, 30-32 FRRRIHGDOn IRRE, 
LORDOn ECIR 3RII. Vou could min 
riches beyond your mildest 
imoginings. If you'ue got o 
limited imagination. 




▼ 


• THEJUnClEBOOK 

Just for you I hove some exclusive cheats which 
you should all be very grateful for. 

1 - Pause, then press A,B,B,A,A,B,B,A and you 
will hear a monkey giggle and your time 
remaining will drop to ten seconds. Totally 
useless of course.... 

2 - Pause, then press up, up, down, down, left, 
right, left, right,B,A and you will hear a noise to 
tell you that you have got 99 units of every 
weapon. 

3 - Pause, then press A,C,A,C,A,C,A,C,B,B,B,B 
and you will be warped to the final boss. 



DvnnmiTE 


This is a cheat that Tom Guise found himself 
in his most favouritest of games. Press start 
on the title screen and highlight 'Options'. 
Now press B,A,B,C,B then start again and a 
screen will appear which allows you to look 
at all the animation in the game. Almost as 
useless as Tom himself. 


I 


• SKITCHIII' 

Whenever you see a big billboard to the side 
of the road just after a ramp, hit the ramp and 
fly into the sign whilst holding B to warp to the 
next track. Thanks to David Gibbs from 
Whitton in London. 









TIPS 





ROBOIOP US 




Once you hove entered the Turbo Speed 
cheot from issue 10, go to the far left of the 
first level and hold up and press button 'C\ 
Robo will jump and you will get a message 
saying that you are now immortal. 




STREETS OF 




Yes, it's another "Streets 3" tip. This time 
Tve got two secret exits from the first room 
of level 5. Defeat all of the baddies and 
then, instead of smashing the door, either 
punch the crumbling wall next to the door 
for points and a life or stand below the third 
wall panel at the top of the screen and 
press 'A' to go up into the roof. Here you 
have lots more enemies to duff up, loads of 
points and a life. 


r 



• ni0RTHlR0mBRT2 

Just in case you haven't seen our wonderful guide to the 
game, here is the WORLD EXCLUSIVE cheat mode for it! 
From the title screen, go to 'Options' and press Start. Move 
down to 'DONE!' and press these directions on controller 
1: left, down, left, right, down, right, left, left, right, right 
and a new 'Test Modes' option will appear. Select this to 
get 3 pages of cheat options including infinite energy, 1 -hit 
deaths, computer finishing moves, level select, free play 
and an 'Ooh Nasty!' option. When you turn this on it will 
enable a new finishing move: "Fergalitiesl". These turn 
your opponent into Fergus McGovern, head man at Probe 
Software. At the moment we only know of one which is 
Rayden's ond it must be performed on the 'Armoury' back¬ 
ground (or background 6 on the cheat screen). Simply beat 
your opponent and then press back, back, back, block. 
Entering the cheat will also turn the Dan Forden Toasty 
sprite into a picture drawn by the programer's nephew. 
Thanks very much to Matthew Sawyer from New Addington 
for his help. For being so clever he wins a top prize. 

I've also found some cool Pro Action Replay codes for you 
to try out. 

FFB62 30078 = Infinite energy for player 1 
FFB71 30078 = Same as above for player 2 
FFAAC lOOOX = Background select. X= 0-9 
FFAB9 60099 = Infinite time 
FFAAB FOOOX = Level select. X= 0-F 
FFFAl OOOOX = Difficulty select. X= 0-4 
FFF45 600XX = Number of credits select. XX= 00-99 
FFF45 70015 = Infinite credits 

FFEEA 400XX = Number of wins in a row for player 1. XX= 
00-99 

FFEEA 600XX = Same as above for player 2 
FFAB3 DOOOl = Always round 1 

FFEEA 90000 = Player 1 needs an infinite number of rounds 
to win 

FFEEA BOOOO = Same as above for player 2 
FFF9D 00001 = 6-button mode for player 1 
FFF9D 10001 = Same as above for player 2 


T 


• SUPERSTREETFIGHTER2 

As you know, each character has got a different colour cos¬ 
tume for each of the seven buttons (A,B,C,X,Y,Z,start) that 
you press on the character select screen. What you may not 
know is that they have each got an eighth colour that can 
be accessed by pressing any button other than start and 
holding it for two sec¬ 
onds. — 


r 




• PIRR PRATHER: PIRR 
GOESTOHOllVUJOOD 

Hold A and C on controller 1 and B on controller 2 whilst 
turning the machine on and keep them held until the 
Tecmagik logo fades. Start the game and at any time, 
pause the game and press C. You can now select your 
level, press B to become invincible or A to regain full 
energy. From Lee and Carl Standen (who call themselves 
Standen Inc. tips) from somewhere in Kent. 


To be able to play as Super Sonic 
at any time without doing the 
level design cheat, enter the level 
select cheat and ga to the secret 
sound test. Play sounds 02, 04, 
05, 06 in that order and you will 
hear a 'Chaos Emerald' noise. 
Start the game, collect 50 rings, 
perform a double-jump and 
you're Super. 
































DOUBlESlUITtH 


For 0 secret section of film featuring Lyle swearing (it has been edited out) 
first reach act 3 following the guide below. At any time, deliberately lose 
and when the screen darkens and Lyle starts shouting at you, quickly press; 
left. A, up, right, A (which spells Laura incidentally) to make the film 
appear. 

Here's a list of where to find the important events in the game. Because it is 
different every time the exact times aren't listed but these events should be 
looked out for. 


Room/Camera View 

What Happens 

Trap To Use 

Alex Com 

Thug tries to break into Alex' 
room while she's still in it! 

Fireploce Trap 

Storage Com 

Thug tries to cut the power 

Powerbox Trap 
(use as soon as his 
hand touches the lever) 

Brutus Com 

Thug opens up o power box 
and reveals first code. 

None; use Coffin later. 

Brutus Com 

Lyle enters Brutus' room. 

Punch Trap (when he 
touches the column). 

Grads Com 

Thug opens up o power box 
and reveals second code. 

None; use Coffin later. 

Bond Com 

Thug opens power box and 
reveals third code. 

None; use Mummy later 

Storage Com 

Thug tries cutting off power. 

Powerbox Trap 

Brutus Com 

Luigi tries to kill Brutus. 

Punch Trap (when 

Luigi's elbow hits 
column. 

Alex Com 

Thug reveals lost code. 

None; use Window later 

Act 2: 

Lobby Com 

Phoebe and Alex walk to 

Lobby with Treasure of Isix. 

A Society goon tries to get 
them. 

Column Trap 

Storoge Com 

Goon tries to cut the power. 

Powerbox Trap 

Brutus Com 

Lyle walks in to tell Brutus 

DON'T TRAP! 


about the Basket. 

You gain Basket Trap. 

Grads Com 

Lyle tells Phoebe about 

DON'T TRAP! 


the Honds 

You gain Hands Trap. 

Bond Com 

Society leader attacks bond 
during audition for Slick Sammy. 

Lamp Trap 

Alex Com 

Thug breoks into Alex's room 
while Alex is still there. 

Window Trap 

Grads Com 

The Mummy tries to trap Phoebe. 

Deactivate Coffin to 
sove Phoebe then use 
Hands Trap to trap the 
Mummy. 

Basement Com 

Lyle reveols Conveyor Trap. 

DON'T TRAP! 

Bond Com 

Lyle reveals Cage Trap. 

DON'T TRAP! 

Brutus Com 

The Mummy tries to trap Brutus. 

Deactivate Basket to 
save Brutus then use 
Basket to trap Mummy. 

Basement Com 

Society leoder breaks into 

Eddie's computer setup. 

Elevator Trap 

Bond Com 

The Mummy tries to trap 

Deoctivate Cage to 


Jeff. 

save Jeff then use 

Basket to trap Mummy. 

Alex Com 

Lyle reveals Choir Trop. 

DON'T TRAP! 

Storage Com 

Lyle reveols Phone Trap. 

DON'T TRAP! 

Basement Com 

Eddie cuts you off if you 
don't trap him. 

Conveyor Trop 

Storage Com 

Eddie cuts you off if you 
don't trap him. 

Phone Trap 

Alex Com 

Eddie cuts you off if you 

Deactivate Chair Trap 

Act 3: 

don't trap him. 

to save Alex then use 
Chair Trap on Mummy. 

Storoge Com 

Society lady cuts power. 

Powerbox Trap. 

Lobby Com 

Eddie chases the girls. 

Column Trop. 

Basement Com 

Eddie cuts you off. 

Conveyor Trap. 

Alex Com 

Eddie attacks Alex. 

Chair Trap. 

Basement Com 

Society leader cuts you off. 

Elevator Trap. 

Grads Com 

Eddie attacks Phoebe. 

Hands Trap. 

Storage Com 

Society leader cuts you off. 

Phone Trap. 

Bond Com 

Eddie attacks Jeff and the girls. 

Cage Trap. 

Brutus Com 

Eddie attacks Brutus and girls. 

Basket Trap. 



Here's some help to get 
through the four opponents. 
Firstly, set up your power 
points distribution with half 
of your total points on your 
left hand, the other half on 
your stamina and as little as 
possible on your right hand. 
The left hand is used much 
more and with this set-up 
you should win fairly easily. 
That tip came from "Gunk" 
from Kingsbury, London. 
Honeyboy - A wimp. Play in 
training mode ond follow 
the arrows to learn his 
movements and when he's 
open for a shot. Fight 
Honeyboy at least 4 times 
before moving up. 

Mega Joe - Learn this oppo¬ 
nent with the training mode. 
He throws really wild shots 
so counter them with a left 
or right hook. Fight Mega 
Joe at least 3 times. 

T Rex - Throw lots of jabs 
and body blows. He fights 
very aggressively so practice 
your blocking first. Fight 
T Rex or any other fighter 
until you gain at least 1400 
power points in total before 
fighting the champion. 

Nuke the Duke - Left jabs 
are his weakness, so power 
up your left hand. 
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During the game, pause to 
go to the coaching menu. 
Highlight either Formation, 
Coverage or Strategy and 
press buton 'A' to get a 
hidden bit of film about that 
option. Thanks to Tom Dando 
from Yately in Surrey for that. 





















UPS 


JURRSSiCPRRK 


There's a level select in this game known as the "Node Jumper". To access it, collect the blue keycard and at 
least one egg by following the guide below. Go into the Visitor's Centre and use the keycard to open the door 
to the right of the control room. Walk through to the incubator and place the egg in it. Now go out and save 
your game in the control room. After doing this, walk out of the control room and press and hold the start but¬ 
ton on controller 2 until the "Node Jumper" screen appears. Simple! 

To see a hidden video clip, collect the big rock from the first sreen of the game, to the left of your helicopter, 
and go through the tunnel. Collect the white keycard from the compy nest and go along the path to the 
Visitors Centre. Go upstairs and use the key to get into the control room and put the big rock on the screen of 
the main computer to set off the destruct sequence. You will get a bit of film with you running into the main 
hall whilst the stairs and the skeletons explode! It will be game over though so make sure you save the game 
first. 

Here's a list of the location and uses af some of the items in the game. 



Tools: 

Item 

Pliers 

Wire Cutters 
Wrench 
Crow Bor 
Bolt Cutters 

Compact Discs: 
Item 

Tyranosaurus CD 
Triceratops CD 
Brochiosourus CD 


Area 

Inside Visitor Centre 

Travel left from Visitor Centre 

Gallimimus 

Triceratops 

Gallimimus 


In-Depth Location 

Left of staircase in tool box 
In truck in front of T-Rex Area 
Inside Back Pack 
In jeep by sick Triceratops 
Under log in front of sewer grid 


- 





















comPETinon 



Houi uiouM you llffi to get vow hands on 0 
volooble pien of ortuioili oloiost guaranteed 
to rise in value to on eKtraordinarv degree os 
the years go by? lUouldn't uie all, eh? lUell 
noui you spoumy swines am, whilst we 
overworiced journos are forced to languish in 
poverty, lb you may hove heard, top quoKty 
platform gome Earthworm Jim b currentiv 

being trans¬ 
formed bitno 
IV cartoon 
series, and 
we've got one 
of the original 
animation ceb 
from the first epbode to give away. Rnd it's 
none of yow tot, neither. He's stnnifing there 
with hb gun, looking OH hard. But that's not oil, 
we've also got 0 fistful of genuine leather gold- 
effect Earthworm Jim watches, almost 
definitelv bound to improve yow chances with 
the opposite seu Of they ash you the time). Rll 
you hove to do to win one of these oce prizes b 
answer this simple question: 
uwnT's iNE nnmE OF THOT Bump HI THE mnoiE 
Of R mORm, VOU HHOUI, ns SBIV BITS? 


when you've looked in your 
ancient biology textbook to find the 
onsNver, put it on a postcard (the 
answer, not a worm's sexy bits) and 
send it in to IF YOU CUT WORMS 
IN TWO, ONLY ONE HALF SUR¬ 
VIVES COMPETITION, SEGA MAG¬ 
AZINE, PRIORY COURT, 30-32 FAR- 
RINGDON LANE, LONDON, ECIR 
3AU. And you've got about six 
weeks to get your entries in, so 
let's say a closing date of 30 
November. 
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VOUOO... 

IHEnVOUnEED 

sonic & nnucKLES! 







lES nno uiin 




YeS/ we're offering on amazing ONE 
MIUION POUNDS to the first person 
to send us a photograph of Rankles, 
the hidden character in Sonic & 
Knuckles. Rankles, a green otter with 
outsize sparkly ankles and Knuckles' 
sidekick, is hidden somewhere in the 
cart, and he could be your ticket to 
easy street. If you're not quite up to 
this challenge, we've got a slightly 
easier contest for you - the first 
reader to photograph (or accurately 
describe) the ending to Sonk & 
Knuckles when ployed in conjunction 
with Sonic 3 will walk away with a 
brand spanking new Multi Mega. 
Can't soy fairer than that, can you? 
Just send your photo (or accurate 
description) to us here at HE'S 
COMPLETED SONIC & KNUCKLES, 

AND MANY A MICKLE MAKES A 
MUCKLES COMPETITION, SEGA MAG¬ 
AZINE, PRIORY COURT, 30-32 FAR- 
RINGDON LANE, LONDON, EC1R 
3AU, and the first proven response 
we receive gets the Multi Mega. 
Anyone who sees Rankles should call 
Alcoholics Anonymous because Tom 
Guise just made him up. And we're 
afraid we couldn't give you the mil¬ 
lion pounds anyway. 











BRITAIN'S BUBBLIEST 
AND BEST-SELLING 
SEGA MAGAZINEI 

WITHOUT BEING TOO MODEST, MEAN MACHINES 
SEGA IS THE HOME OF THE EXCLUSIVE. IT'S FIRST 
FOR NEWS, PREVIEWS, REVIEWS AND GOSSIP — 
EVERYTHING THE DISCERNING SEGA OWNER NEEDS, 
IN FACT. GET THE COMPLETE GAMING PICTURE — GET 
MEAN MACHINES SEGA... 

OUT THE 30TH OF EVERY MONTH. 
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irs ALL IN 

THE OFFICIAL 

?A PREMIER 
LEAGUE 
YEARBOOK. 


FROM ALL GOOD NEWSAGENTS. 

ON SALE FROM SEPTEMBER 15TH. 
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Didn't we do well this month? I mean, 
hove you ever seen such a packed review 
section in the entire history of console 
magazines (alright maybe that's just a 
slight exaggeration). Well, with most 
games companies currently preparing their 
Christmas wares for an assault on the 
purses of parents up and down the country, 
you can expect to see similarly bumper 
review sections in the next couple of 
months too. And you'll be glad to know 
that most of the games in question aren't 
your usual tatty Christmas rubbish - almost 
all of them are actually quite good. Great 
news eh? 
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Lion KING 



1111111 i 11 11 f Unlike Richard I can't say 
I'm that impressed by 
- V The Lion King. Obviously 
y V y based on the Dave Perry 

style of games, it's just 
^1 ^ similar to Virgin's 

previous Disney licenses. 

I liked Aladdin, but I 
' ’ '' didn't think much of The 
i Jungle Book and this 
game has little in the 
way of original features 
to put it above either. 
Besides, The Lion King arrives after its 
close cousin. Earthworm Jim, which in my 
books is a far superior game. Couple that 
with other top platform releases such as 
Dynamite Headdy and Sonic and Knuckles 
and The Lion King just isn't one of the 
games I'd put on my Christmas list. 


This 

stunning 
looking 
section is 
the 

amazing 
stampede level. Guide Simba 
through the rampaging oxen and 
watch out for rocks that might 
cause him to trip over. The 
graphics here are totally astound¬ 
ing, capturing the look and 
atmosphere of this section of the 
movie perfectly. 


. Adding nicely to the originality is 
the fact that you control both the 
younger Simba and his adult 
counterpart. Both lions have a very 
useful roar, whilst the older cat 
has a range of deadly combat 
moves for use against Scar's 
denizens. Baby Simba disposes of 
foes by jumping on them just like 
Super Mario. 


B ig name Disney titles have a distin¬ 
guished pedigree. Just about every 
Mickey Mouse game released has 
done incredibly well. Last year's Aladdin 
went on to become one of the biggest- 
selling Megadrive games that Christmas. 

Virgin's The Jungle Book, finally 
released in September, is also a quality 
title. Now The Lion King has arrived on 
Megadrive. 

In common with the vast majority of Disney 
titles already available, it's a platform game. 

You control Simba the lion as he travels 
through ten different levels, taking on the 
rampaging might of the evil Scar, as he battles 
to regain his kingdom. 

In putting this game together. Virgin spared no expense. The 
game comes on a pretty expensive 24-meg cartridge and it's 
packed with superb graphics crafted by Disney themselves. 
Westwood Studios (more used to producing strategy games like 
Dune II and BattleTech) were drafted in to handle the coding 
duties. 

The result is one of the best-looking Megadrive titles around. 
The graphics are brilliant and the animation in particular stands 
out. The artists have successfully managed to capture the 
character of the movie • the Simba sprite in particular is 
excellent. 

Great graphics have always been a tradition in Megadrive 
Disney titles, but alas, so has a total lack of challenge. Aladdin 
in particular stands out as being just waaay to easy. Well, in that 
respect. The Lion King has no worries. It's an incredibly difficult 
game, with the first real challenge coming in level two (more 
about that later on in the review). After that, the game gets even 
harder. By the time you've become the adult Simba, the game is 
rock hard. 

The only real problem with The Lion King is that it does little to 
attract the die-hard gamer. None of the features in the game 
are really original, to be honest, and this is going to put a lot of 
people off • especially if they already own a game like Sonic 3 or 
The Jungle Book. However, for the Lion King fan or younger 
gamer, it's an essential buy, and easily outshines a lot of the 
games being released this Christmas. 

- mm 
































There's no denying 
that The Lion King is 
a visually superb 
game. Once again. 
Virgin have pushed 
back the limits of 
16-bit computer 
animation, resulting 
in a game that really 
looks the part - the 
3D stampede section 
particularly stands 
_ out. Those who 
scorned Aladdin and its ilk for being 
too easy are in for a shock here - 
even on EASY mode, it's extremely 
difficult to get past level five. Indeed, 
the logic puzzle on the second stage 
took me ages to successfully figure 
out. The only thing that stops me 
from recommending this with no 
hesitation is that the fact that it's a 
platform game, and not excessively 
original by any stretch of the 
imagination, and unlike Earthworm 
Jim or Dynamite Headdy, there's 
little here to draw in the more 
experienced gamers. However, for 
fans of the movie and people new to 
platformers (like the thousands of 
new Meaadrive owners who've 
bought me new Lion King bundle 
pack), this is a great buy. 


The Pridelands offer no 
real danger, fo be honest. 


Some foliage to slash 
your way through. 




Young Simba leaps on 
foes to dispatch them. 


k : y _1 

Simba displays his athlet¬ 
ic prowess. 


I .w ■ * I There's no 

b denying that The 

‘ ^ Lion King is a 

difficult game to 
^ r master. Even on 

^ level two, there's a 

very difficult 
puzzle. Basically 

y. ^ Simba is propelled 

J? into the trees, 

■ ^“ where monkeys 

toss him about. 

Simba is able to affect his eventual 
destination by roaring at pink monkeys 
which send him in different directions. 
Careful monkey manipulation can result in 
extra lives, energy and progression to the 
next level. Or frustration if you're a bit 
crap at logic puzzles. 


r-Vy.'gy 



Presentotion: 








Lovely. A whole 
range of useful 
options^ along with 
some decent presen¬ 
tation screens and 
amazing speech. 


Graphics: 

No one can fault the 
quality of the 
t^ckdrops, sprites 
and animation. 
They're all superb - 
the 3D stampede 
section in particular 
really standing out. 


Sound: 

A range of high- 
quality sampled 
sound effects along 
with music taken 
directly from the 
soundtrack (and 
doubtless doing well 
in the charts now). 


Originality: 

A platform game 


Playability: 

Very smooth, very 
slick, with highly 
responsive controls 
and plenty to do. 


lastability: 

Ten levels, two 
bonus sub-games. 
All of them very 
difficult to complete. 


OUERHIL: 


Superlative 
graphics, 
decent 
gameplay 
and a tough 
challenge - 
marred only 
by a lack of 
originality. 





with very little we 
hoven't seen before, 
although once again 
the 3D stampede 
section does stand 
out. 


Challenge: 

No quibbles here. 
Even on EASY mode, 
the game is really 
tough to master. The 
NORMAL level is 
incredibly tough... 
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Probotector is packed with bosses • huge creatures that 
you must defeat in order to progress. These meanies are 
some of the best seen on the Megadrive > and there are 
loads of them packed into the game. 


And/ cor, just look at this! 


Banana mousse before my eyes! 


Shoot to kill, oh mercenary. 


Probotector is a game of much variety. There 
are four main characters you can choose from, 
and each of them has their own range of power- 
up weaponry. Each Probotector has its own 
strengths and weaknesses. For example, the 
slowest, least agile robot also happens to possess 
the most powerful weapons. 


In that awful moment, Binky 
realised his Mekka-Klown Bubble 
Gun was having no effect. 


This all looks very exciting, 
doesn't it, eh? 


Adding to the lostability is the fact that there 
are different routes through the game. The 
choices you make affect the difficulty af the 
game, along with the ending you receive if you 
finish the game... but that'll take ages. 


Taurus: Today you'll attack a 
heavily-armed robot. A man with 
a pencil brings good luck. 


nMiliPMlNPiiiiwI 




H aving been released to much acclaim in the 
arcades and on various Nintendo systems, 

Konami have now decided to release Proft^tector 
(aka Gryzor/Contra) on the Megadrive. And quite 
simply it's the best version of the game ever seen. 
Bosically, the player takes control of one of four large and 
intimidating robots, each equipped with some of the most 
devastating weaponry ever devised. However, aliens have 
landed on Earth and they're intent on conquering our planet. 
Which means that you have to "go in there" as it were and blast 
the xenomorph scum back from whence they came. 

This rather lame storyline can't prepare you for the sumptuous 
blast feast that is Probotector. The eight-way scrolling platform 
blasting is some of the best yet on the Megadrive, right up there 
with the near-legendary Gunstar Heroes. Although it doesn't 
quite have the playability or the polish of Treasure's classic, 
some may argue that it is significantly superior, owing to the 
pleathora of weapons, characters and extra levels that Gunstar 
doesn't have. 

Quite frankly, Probotector is one of the most superlative, 
action-packed, bullet-ridden, explosion-laden super-blasts of all 
time. And to be honest, if you're a Megadrive owner into shoot 
'em ups there is absolutely NO excuse not to buy this game. 
Understood? 












































Presentation: 

The options ore o tod 
redundonf, ond the 
gome could use on 
extra lick of polish. 
But it's by no means 


Tons of brilliant 
backdrops, superb 
bosses and incredible 
explosions to witness 
in this videofest of 
stunning proportions. 


playable 
mega-blast of 
unprecen- 
dented 
proportions. 

A game that 
must be 
purchased... 
IMMEDIATELY! 


Hi, Dan Akroyd here. I'd just 
like to tell you about my great 
new movie, Coneheads. 


commEiiT. 


mCHRRD' 

LEHDBEnER: 


I've been 

playing this game for a 
couple of weeks now 
and it's still providing 
me with many long 
^ hours of quality 
entertainment. This 
game reminds me of a 
top-notch action movie. 
Every scene is packed 
with some superlative 
set-pieces - the graphics and sprite¬ 
handling are just utterly superb. And it's 
hard. Very hard. Sussing out particular 
tactics for each boss takes a fair old 
while. I guarantee this'll take ages to 
complete. Adding to the lastability factor 
is the fact that there are many different 
routes through the game, and there are 
six different endings to see. But it'll 
certainly be ages before you even see 
one. The greatest Konami game to date. 
A title that you simply must add to your 
Megadrive collection. 




The Price 


ice is Right goes Cyberpunk. ^ \ ^ 


^ ^ It's been a long time since I've 

played a shoot 'em up this good. 

/ ^ V since Gunstar Heroes in fact, 

* which as far as I'm concerned is the 

. t greatest video game ever. 

’ ' Probotector might not be quite so 
superb, but it's the closest anything 
else has got to my favourite. Plenty 
big explosions, plenty big special 
effects, plenty big bosses.What more 
could you asK for? Well, perhaps 
better sound. I think if the sound effects were a bit 
meatier it would have that scream-inducing 
atmosphere of Gunstar Heroes or Super Nintendo 
Probotector every time one of the huge bosses 
appeared. It may not be terrifying, but Probotector 
is still one of the meatiest blasters you'll ever play. 
That means buy it, by the way. 


Some excellent, nay 
"banging" techno 
soundtracks to listen 
to (inbetween the 
raucous explosions 
and suchlike). 


Originalitv: 

Well, not very 
original at all - being 
identical in concept 
to the original 
Nintendo and arcade 
versions. Except a lot 
better. 


Plavobilitv: 

Brilliant. Quite 
frankly it's one of 
the best blasting 
games ever. 
Instantly gratifying 
and extremely 
addictive. 


ChollBnge: 

Very hard to 
progress - but 
certainly not 
impossible. The 
difficulty level is 
pitched just right. 


iDStobilitv: 

Very difficulty to 
complete - and with 
hidden levels, 
different routes and 
different endings, 
you'll find plenty to 
bring you back to 
Prol^tector. 
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I really do like the , 
look of Acme All- 
StorS/ the sprites 
are colourful/ 
detailed and well 


Going downtown! Boomshokalalcoi 


I the 
fie 


T hose huggable cartoon in-joke lovers, the Tiny Toons, are 
making a welcome return to the Megadrive. Abandoning 1 
platform genus, those wacky funsters have moved into th< 
burgeoning sports arena. Well, the programmers have. The 
cartoon characters aren't real, and as such don't exist. Anyway, 
this latest cart is a collection of sports ranging from the fairly 
normal, like football, to the downright wacky, such as a 
mole-bash-type event. 

There are five events in all - the first you'll encounter is basketball, where 
your players use their NBA Jam-stylee moves and turbo, and must avoid an 
array of court-bound hazards which threaten their conscious status. From 
here it's on to football, which isn't very much different from the basketball. 
Once you've tackled the soccer (oh ho ho) you're faced with a free-for-all 
hammer-bashing game, the object of which is to hammer as many Montana 
Max clones as possible. After this, the 'toons hit the hardest event - ten-pin 
bowling. Choose your stance and shot power, then try to stop the direction 
pointer at the right angle for a perfect shot. It requires a lot of practice to 
perfect your technique here. Next up is the all-out button frenzy of the Tiny 
Toon obstacle course. Just press the joypad buttons as fast as you can to 
make your little character run around the hazards and over the icons which 
either help or hinder your progress. 

Whilst All-Stars plays a mean game on Extra-Hard level, ifs let down by its 
simplicity. Because the action is quite sedate and bouncy, there really isn't 
much excitement to speak of. Once you've played the football or basketball a 
couple of times even the obstacle-laden pitches lose their appeal. Only the 
bowling really requires any skill or practice, and even that gets a bit dull after 
a few goes. With five events for your cash, this seems a bit of a bargain, but 
none of them really hold your interest, even in two-player mode. And whilst 
the graphics and sound are extremely 
lovely, they really can't rescue this 
from the depths of averageosity. 




A Don't hit Dizzy or you'll lose points. 


BV: 

KOHRini 

PRICE." % 
144. 99 ^ 

^ REIERSE: T 

ILr^eriber ^ 

SPORTS 


PIHVERS: 

1-2 


CORTROl: 

JOVPRD 


CORTIRUES: 

PRSSUIORO 



Here's a bit of the story 
mode, which links all the 
various events in the player- 
vs-computer game. It neatly 
ties the games together, but 
utterly fails to mention quite 
why Montana Max keeps 
challenging the 'toons to 
games of soccer instead of 
running them over in his car. 


^ animated, and the 
same can be said 
' for the play 

environments too. 


Sadly, that's about all I can 
really get enthusiastic about. 
Whilst there are five games 
on offer and they're all good 
fun for a while, they are of a 
rather limited nature, and 
your interest does wane after 
a couple of days or so. If 
you're a wickle kid and you 
like Tiny Toons and you've 
got a mate who wouldn't 
mind playing aaainst you in 
all the events, this might con¬ 
ceivably be of interest. If not, 
.try elsewhere. 



J I agree entirely 
y with Rad on this 
one. There's noth- 
^ 1 ing diabolically 


bad about Acme 
All-Stars. It's just 
there's nothing 
truly excitinq on 
offer here. The 


games, whilst initially intrigu¬ 
ing, lack any real depth to 
bring you back and after a 
while, playing the game 
becomes something of a 
chore. A fairly decent game, 
but nothing that's going to 
get anyone really excif^. 



This here, is the 
bowling section, which is 
probably the best port of 
the gome. It's also totally rock hard at first, 
but is highly rewarding when you hnolly do 
start getting the hang of it. 



Prosentation: 

Plentiful options, lots of intros and 
intermissions and oil sorts of other pretty 
presentation things. 

Graphics: 

The sprites closely approximate their 
cartoon counterparts, and some of the use 
of colour is gorgeous. 

Sound: 

Not bod, some pretty neato effects, but the 
music can sometimes grate when you're 
frustrated. 

Originality: 

Not much really. A healthy NBA Jam 
influence in the two main games. The 
bowling level is pretty fresh, though. 

Playability: 

Quite sedate and bouncy aroundy. Not 
unpleasant to play, but a bit on the kiddie 
side for more serious players. 





Challenge: 

Extra-Hardlevel is absolutely rock and 
the bowling is very difficult even on the 
easiest setting. 


lastability: 

Not a title whi» will hold your interest for 
more than a few days, unless you've 
always got a second player handy. 


If you're really 
desperate for 
sort of gome, 
for NBA Jam or something. Not 
terrible, but a bit disappointing. 
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N o game category is 

more competitive than 
the platform 
ame. Eacn year, 
ousands of young 
game characters trav¬ 
el to the bia cities in 
the hope of getting 
work on the latest 
releases. 

Sadly, few of them ever get their 
lucky break, unless the/re 
extremely cute or possess par¬ 
ticularly distinct features. 

However, last year Sparkster, 
the highly original rocket- 
powered rodent in Rocket 
Knight Adventures, proved a 
huge success amongst children 
and pensioners alike. And now he"s back in the long-awaited sequel. 
There's no doubt that Sparkster is a very slick game. As you'd expect from 
Konami, the graphics and sound are of a very high quality with plenty of 
gorgeous backdrops and beautifully animated sprites. Likewise, the 
gameplay is of a very high calibre, as Sparkster rockets from one battle to 
another - trampoline fights in the jungle, giant dragons in the desert, even 
a brisk jog through the city in a giant robot. The highly responsive controls 
give you a fighting chance, but only just, as this really is tough. It'll 
certainly take some time to work out how to beat the mind-blowing attack 
patterns of the enemy and finish the thing. 

All these factors should by rights add up to a more than decent game. 
Unfortunately though, this one follows in the footsteps of the incredible 

Rocket Knight Adventures which 
featured an unparalleled amount of 
original ideas and variety. Somehow 
Sparkster lacks this element of 
originality and what interesting fea¬ 
tures it does have - such as the giant 
robot battle - seem little more than 
copies of their original counterparts. 
Sparkster is technically brilliant, but it 
lacks the freshness of its predecessor. 






“ I was mightily 
^ impressed by the 
^ ^ original Rocket 
Knight 

Adventures, but I 
can't summon the 
same degree of 
enthusiasm for this 
sequel. It lacks that 
vital hook that made the first 
game so addictive. There just 
aren't as many clever ideas 
there that make you want to 
see what lies around the cor¬ 
ner. Not that you stand a 
fair chance of getting around 
the corner, because this 
game is infuriatingly diffi¬ 
cult. Also, the new graphical 
look - resembling the Super 
NES Sparkster game - 
doesn't give the game the 
same character as the more 
mediaeval style of old. It's a 
shame that Sparkster had 
such high standards to live 
up to as it's really a very 
good platformer. But we've 
had quite a few of those 
lately, such as Dynamite 
Headdy and Earthworm Jim, 
both ot which I'd put higher 
up on my shopping list. 


I'm a big Konami 
fan at the 
moment, 
especially due to 
Probotector. 


■I Although I can see 

^ I'm* mm* 


Its merits, I' 
so keen on 


Although it's a frankly 
enormous, brilliantly 
challenginq platform game, it 
just lacks the same sort of 
flashiness and playability 
seen in titles such as Sonic & 
Knuckles, Earthworm Jim 
and Dynamite Headdy. What 
we have here is a solid, 
highly playable platform 
extravaganza that should go 
down with potential buyers. 
The only reason I'm not 
raving about it is because of 
other superior new releases. 
Sparkster is a worthwhile 
game, but I think that 
Meoadrive platformers have 
really moved on. 


There's plenty of variety 
in each of Sparkster's 
levels, as you can see 
from these small bites of 
action. Strangely enough 
though, the game lacks 
the freshness and 
originality of Rocket 
Knight Adventures. 
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h Presentation: 

1 The whole game is very slickly put 
i together with a big intro and plenty of 
^ little touches throughout. 




Crnphics: 

Greot Dockdrops, smart sprites. A very 
good looking gome, but not os good- 
looking os its predecessor. 

Sound: 

A wide variety of great tunes and plenty 
of top-grade sound effects. 


Originnlitv: 

For a platformer it has a foir deal of 
innovative ideas, but nothing that sets it 
apart from the crowd. 


Playability: 

Fast-paced, with plen 


Fast-paced, with plenty of thrills and 
spills. And the controls respond real well 


> Challenge: 

I Challenge? iMt's putting it mildly. This 
h game is rock-hard. 


Instability: 

I Unless you're an elite gamesplayer it 

could last you forever. Or you could give 
> up. 


lui^kiijf^ tiiii ii]& luft liAfdELii 


The one-on-one fight between the giant robots. 
It could have been one of the most dramatic 
scenes in the whole game, if we hadn't seen it all 
before in the original Rocket Knight. 
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ISSUE ONE 
Januory 1994 

Exdustve Eternal Champions fea¬ 
ture and review. Toe Jom and Earl 
2. Doctor Robotnik's Mean Bean 
Machine. Yirtua Racing preview. 
Street Fighter 2: ultimate 
players' guide. 

FREE! Deluxe book, featuring the 
first shots of Sonic 3 olong with the 
highlights of Sonic's illustrious 
career. 


ISSUE TWO 
Mmtary 1994 

Exdushre Sonic 3 review and show¬ 
case. Castievania: The New 
Generation feoture. Sega Multi- 
Mega 

exclusively revealed! Dracula 
Unleoshed review and showcase. 
Mega-CD previews spectacular! 
FREE! Rather stunning Eternal 
Champions AND Sonic 3 posters! 


ISSUE THREE 
March 1W4 

Comprehensive CES show report, 
including first Sotum pictures. 
Previews spectoculor, induding 
Streets of Rage 3, Sub-Terrania, 
Mega Race, Bottlecorps, Soul Star... 
and more! Reviewed: Ground 
Zero, Texas, Double Switch, 
Skitchin' and plenty more besides! 
Interview with Leod Sonic Gomes 
Designer! 


ISSUE FOUR 
Apnl 1994 

Virtua Rodng! Review and 12- 
page feature with 
complete course breakdown ond 
programmer interviews! Stunning 
Saturn: Sega release official shots. 
Jimmy White Snooker exclusive! 
Reviews indude The Chaos Engine, 
PGA Euro Tour, Sub-Termnio, 
Gome Gear NBA Jam. Treosure 
feoture: secret games (thot still 
aren't out!) revealed! 


ISSUE FIVE 
May 1994 

Megadrive 32! 32-btt upgrade 
announced • we interview Sego's 
European Product Director for the 
WHOLE story. Streets of Rage 3: 
incredible feature and review. 
Sonic merchandise round-up. 
Doytona coin-op revealed! 

FREE! Superb 'n' very useful Sonic 
3 mego-mop! 


ISSUE SIX 
June 1994 

32-bit spedal! Yirtua Fighter and 
Daytona Saturn work in progress 
stories - with loads of pks! First 
Sotum casing pictures! Reviews: 
The Jungle Book, Moster System 
Ecco, Marko's Mogic Footboll, Pete 
Sompras Tennis... and more! 

FREE! Four totally exdusive ond 
lovely-looking Yirtua Racing post¬ 
cards! 
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ISSUE SEVEN 
July 1994 

More Megodrive 32; lint casing pictures revealed to rite 
world! Over ISO pictures of HOT work in progress Sotum 
titles! Dragon feoture and review! Induded in the line-up 
of top reviews: The Incredible Hulk, Worid Cup USA '94, 
Mortal Kombot CO, Body Count and plenty more too! 


ISSUE EIGHT ISSUE NINE 

August 1994 Septemberl994 

FREE! Superb 16-poge supplement pocked with everything FREE! Top notch Mortal Kombot II poster! Exdusive! First 

you need to know about Super Street Fighter II. Enormous look at the lotest Mickey Mouse gome! Full Mortal Kombot 

Mortol Kombot II feature, plus first screenshots of the II review along with o frankly enormous eight page 

Megodrive 32X... ond even more superb geor! Megodrive 32X work-in-progress showcase. 
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Just like Sonic Chaos, Sonic in Triple Trouble 
allows players to choose between Sonic and 
Tails as their main character. Oddly enough, it's 
Tails that is by far the most useful character • 
owing to his ability to fly about, thus avoiding 
many of the game's traps and dexterity tests. 


▲ Just one of Triple 
Trouble's bosses: not 
too challenging to beat, 
but okay nonetheless. 


A The minecarts - one of the first vehicles Sonk 
and Tails use in this new adventure. 






















































A major problem with previous S-bit Sonic 
outings is that they were basically Master System 
versions converted with the screen cropped for the 
Game Gear version - this led to meanies appearing 
on-screen with no warning, resulting in a speedy 
death. Thankfully/ there's none of this foolishness 
with Triple Trouble. 




The traditional loop-the-loop in the 
area, home boyeee. 


Yes. It is indeed official. Sonic can jump in 
this game. Just like he does in all the others. 


An excellent feature 
of this game is the 
ability to commandeer 
various vehicles dotted 
around the platform 
landscapes. The vehicles 
available range from 
rising bubbles (for the 
water-based stages) to 
mine carts and under¬ 
water submarines. 



▲ EeokI The first level boss. 



A Full of the joys of spring. Aha. Ha. 



A One of the more industrial looking 
levels in Triple Trouble. Just about all 
the usuol S^k feotures are present. 





Sonic in 
Triple 
Trouble 
has all the 
plus and 
minus 
points of its 
immediate np. 


predeces¬ 
sor/ Sonic 


Chaos. On 




the plus 

side, it's a big game with 
large levels and plenty to 
explore. The graphics are 
excellent/ wim some of the 
levels heavily reminiscent 
of Megadrive Sonic 3. 

There are some pretty 
decent play mecnanics as 
well - some of which 
(bouncing along water like 
a dumbusters t^mbl) 
should have made it into 
the 16-bit Sonic games. 
However, just like Sonic 
Chaos, Sonic in Triple 
Trouble is just too easy. I 
managed to see just about 
the entire game on my 
very first go. STT is a very 
enjoyable title and 
recommended to Sonic vir¬ 
gins, but anyone who's 
played a Sonic game 
oefore should have no dif¬ 
ficulty in besting this game. 




Bleurgh. I 
can't say 
that I'm 
exactly 
impressed 
with this 
latest Sonic 
offering. 
Bland to the 
J extreme, 
the adven¬ 
ture is far too easy (I 
almost completed it on my 
first go) and after playing it 
for less than an hour I lost 
interest. To its credit, the 
graphics are superb, and if 
you take time to discover 
the ins and outs of each 
level, you could probably 
double the game's 
lastability. However, for 
me, the game is too sparse 
in places, and is totally 
devoid of any oriqinality. 

As Rich mentioned, if you 
haven't bought a Sonic 
game previously (which is 
pretty unlikely) you'll 
probably find it sufficient, 
out otherwise, it's just 
more of the same. 



Presentation: 

Slick in-game 
presentation, but a 
severe lack af 
options (apart from 
the choice of playing 
as Sank or Tails). 



Both sprites and 
backdrops are excel 
lent • some of them 
ore virtually indistin 
guishable from the 
16-btt Sonic games. 



The obligatory range 
of warbling Sonic 
tunes and pre¬ 
dictable sound 
effects. Nothing to 
write home about. 



Originality: 

The inclusion of dif¬ 
ferent vehicles to 
ride is the original 
feature in this game. 



Playability: 

A very playable plat¬ 
form game, although 
the lack of enemy 
sprites mokes some 
sections very dull. 


Challenge: 

The game's big prob¬ 
lem. There's nothing 
new here that tests 
the skills of any one 
who's played a Sonic 
game ^fore... 

lastability: 

... And as such, it's 
not long before 
you've seen the 
entire game and 
boredom creeps in. 


OUERHU: 

Graphically 
superb. Sonic 


Trouble is a 
very enjoy¬ 
able game, 
but it's just 
too easy to 
complete. 
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JIMMY WHITE’S 

WHIRL WmNH 

SNOOKER 



»na m 

Ifo anything you've ever seen on me Megodrive before. It doesn't happen 


E ' 

to onyming yoi _ 

often at olL In fact, perhaps the last time it did happen 
was aboi^ two years ago when Sega released Ecco 
the Dolphin. However, to prove that originality isn't 
dead on 16-bit, along comes Jimmy White's 
Whirlwind Snooker. 

Describing the game is simplicity itself. This game is a 
mathematically perfect rendition of Snooker. The 
balls obey all the laws of physics. Their movement is 
perfect. But unlike all other snooker sims to date, 

Whirlwind Snooker is in glorious 3D. The action can 
be viewed from just about any conceivable 3D per¬ 
spective. 

The result is basically amazing. Just watching the 
demo mode is strangely entertaining in a relaxing sort 
of way. Actually playing the game is even more enjoy¬ 
able. If s a bit difficult to begin with, learning how to use 
the joypad (although it is compatible with the Sega Mouse) 
and the myriad of icons, but it soon becomes second nature. 

So the gameplay's brilliant and the game is fab. However, you just 
can't take your attention away from the graphics either. As fer as snooker goes, you can't 
really get much better than this. Whaf s more, there's none of this SVP or DSP chip malarkey 
involved - and since the game is maths-based rather than using memory-intensive sprites 
and backdrops, the cart is only 4-meg. Rather wisely. Virgin have chosen to keep the price 
down. Although no price point has been set at the time of writing, it looks like the game 
should cost less than £40.00. So that's all right then. 



The trickshot option gives 
solitary Megodrive players the 
opportunity to glean o bit more 
from the simulation. As well as 
attempting some of the preset 
shots, the game allows you to set 
up the snooker table as and how 
you want it and thus create your 
own shots. 




iTk 


I of 


I ssis 


M . t • I -- , 

loopy nuts ore 
we... 


Him and him and 
him and me. 



This is the multi-player game. 

There's a variety of screen set¬ 
ups you can play on, from a 
normal and boring grid to 
stages featuring igloos and 
conveyor belts. Learning to 
use the background to your 
advantage is an essential 
skill in this game. 


Here's the choice of multi-play¬ 
er Bombermen. When you're 
getting used to the game it's 
advisable to stick with Average 
Bomberman, but once you've got 
the hang of your play style start 


I f you ever owned any other computer or 
console besides a Se^, inciudina the ill-fated 
PC Engine console it's likely you^l already 
have heard of Bomberman. He's been around for 
quite a while in one form or another, either as 
Bomberman or Dvnablaster (evidently 
Bomberman is a M of a sensitive name in 
some areas). 

Of course, with a gome this venerable, you'd 
be a complete fool to releose it without it 
having some sort of Tetris-style lasting 
appeal, and HudsonSoft certainly 
aren't stupid. Indeed, they hove the 
drop on Alexey Pajitnov's classic as 
Bomberman didn't inspire a huge wave of 
sub-standard clones. 

One of the main strengths of Bomberman is its 
apparent simplicity. The basic premise of the title is to 
wander around grid-based screens blowing things up, 
but beyond this lies a much deeper strategy element. 

There's an awful lot of fast-paced running around and 
exploding enemies too, and once you've played a few 
games the whole process becomes utterly instinctive. 

The one-player game is certainly long and challeng¬ 
ing, and also surprisingly imaginative given the 
format, but A4ega Bomberman really comes into its 
own as a multi-player game. Completely guaranteed to 
cause major rifts between life-long friends, the competitive 
mode is played on a single screen chosen from a number of 
different stages, each filled with various hazards and 
hindrances. The object is to eliminate the three adversary 
Bombermen in the gome over a selected number of rounds. 

AAega Bomberman may not have quite the sexiness of, say. 

Mortal Kombot 2, but as a game it's certainly a more worthwhile investment than another 
update of Streetfighter. Destined to shift like hot buns this Christmas, and no mistake. You'd 
be well advised to be among the happy customers, and if you can o^rd a four-player tap 
on your way out then so much the better. 


to experiment with some of the 


other characters. 






































^ A snooker table in its Kill glory. 






when I saw the 
early version of this 
game a couple of 
month's back I 
knew it was goina 
to be hot stuff and 
indeed it is. The 3D 


^ graphics are just 
- incredible for the 
Megadrive with super smooth 
movement and amazingly fast 
update. Honestly, you have to 
see it to believe it. Snooker 
may not be the most exciting 
~ame in the world, but when it 






enjoying the experience, H 2 

especiany against a human H h 

player. It's Virtua Snooker, H S 

that's what it is. H V 

Whirlwind Snooker is just as He 
fast and as smooth as the H tl 

Amiaa original. And just like H c 

Bomberman, the game's very H 

cheap too. An essential H 

Megadrive title. 


I technically 
speaking, Jimmy 
White's 
i -- Whirlwind 
^ * Snooker must be 

w the basic 
Megadrive's 
finest hour. The 
’ ^ 3D is astounding - 

indeed, the entire product is 
superb. There's something 
extremely gratifying about 
this game - perhaps it's the 
camera angles. Every time 
you hit the ball, you're 
treated to the best camera 
angles this side of arcade 
Virtua Fiahter. It really 
shows off the game's 3D 
engine in spectacular fash¬ 
ion. Still screens can't really 
do this game justice. If 
you're expecting plodding 
3D update as in games like 
MiG-29 and F117 Night 
Storm, think again. 
Whirlwind Snooker is just 
as fast and as smooth as 
the Amiga original. A truly 
classy Megadrive product. 






Presentotion: 

A whole host of nice options and on 
intriguing trickshot section. Even the intro's 
quite nice. 

Graphics: 

Without the assistance of ony 3D SVP 
chips. Snooker provides totally realistic 
3D action - and it's incredibly speedy 
too. 

Sound: 

It's snooker, what do you expect? There's 
the familiar colliding ball noises along 
with applause for smart shots. 

Originality: 

Nothing like this has been seen on the 
Megadrive before. The only unoriginal 
thing about it is the fact that it's snooker. 

Playability: 

Brilliant. Taking advantoge of the 3D envi¬ 
ronment and pulling off frankly unbeliev¬ 
able shots is simplicity itself with the icon 
system. 

Challenge: 

Beating the computer player isn't easy at 
all, especially to begin with... 


lastability: 

... And once you've done thot, there's still 
the two-player option and the trickshot 
game for solo players. 


OUERRIL: 

superb, original, 
adaptation of snooker. And it's cheap 
too. One of those essential sports sims 
that all players should invest in. 


:Tr 


► Very impressive 
Bomberman, but it's what 
you (k> with it that counts. 



A Come, young Bucky, hide 
thee to the bonus coins with 
all haste. 



A Bombennan reminisces 
about his days bock in the 
'Nam. 



A What has girl Bomberman 
been swigging at there? 


(ommBn 


-This certainly 
isn't the first time 
I've played 
Bomberman, but 
it's still as enjoy- 
^ able as when I 
first picked it up. 
This is one of 
those games 
which suddenly 
kicks off whole inter-mag 
multi-player challenges and 
loses everyone all their 
lunchtimes for weeks, but it's 
still great fun even with just 
one single lonesome player. 
No matter what kind of 
games you're into it's doubt¬ 
less this will appeal to you, 
effortlessly blending action 
and strategy as it does. 
Definitely a ^ame to get sav¬ 
ing for, and if you don't 
brieve me, one single go of it 
in your local software palace 
will change your mind. 


iBKHKnai] 


r ^ 


commBii 


What a bargain! 
For a little less 
^ than thirty five 
quid you can get 
. your hands on 
. one of the most 
simple, yet addic¬ 
tive games money 
can buy. Mega 
Bomberman nas 
something for everyone. As 
a one-player game it's 
extremely compelling, but 
the game really comes into 
its own as a multi-player 
experience - there's nothing 
like it. I thought Pete 
Sampras Tennis was smart 
in terms of four-player 
action, but Bomberman 
beats it into the ground for 
sheer entertainment value. 
What more can I add? 
Bomberman is an utterly 
superb game and it's cheap 
too. Buy it. 


© 


Presentation: 

Lots and lots of options for the multi-play¬ 
er mode, plus a nice round of intermissions 
and suchlike throughout the main game. 

Crnnhics: 

Well Mfined and imaginative sprites, plus 
varied and colaurfui backdrops. Very nice, 
in a cartoon stylee. 

Sound: 

Any number of theme tunes for the levels, 
although their cuteness and jolliness may 
offend the cynical. 


Originolitu: 

Welirlet's face it, it's i 


Welirlet's face it, it's not like this is the 
first game in the Bomberman series, but 
it's definitely a first for the Megadrive. 

Plovabllitv: 

Very easy to pick up, but there's a whole 
wealth of tactics and strategies to learn. 


© 



Chollenge: 

The first few levels aren't so tough, but 
once you reach the second stage things 
soon get manic. 

Lostobllltv: 

The multi-player game should last 
indefinitely, and the one-player experience 
is tough and varied enough to keep you 
going awhile, too. 


OUERHll: 


Shoot, son, it's one of those thar 
classics, in full effect, homie. 










































At this point we see Ecco being 
attacked by a rampaging crab. 
Thaf s not particularly nice/ is it? 


New aspects of the game, such 
as this graphically superb 3D 
section are more than welcome in 
this new Ecco adventure. There's 
always a danger that players are 
too familiar with a sequel if it's not 
that much different from its 
predecessor. New puzzles and new 
sections like this force the player to 
learn all-new skills. 


One of the game's new features is the ability to 
morph into an albatross. This bird's amazing gliding 
skills are required to access parts of the map that 
Ecco's normal dolphin abilities are unable to reach. 
An interesting new feature. 
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A The scrolling sky 
tubes are a new feature 


I t's almost two years to the day that Sega revolu¬ 
tionised the arcade adventure genre with a little 
title called Ecco the Dolphin. Set, for the most part, 
underwater, the game gave players an all-new 
gaming experience. No shooting, no platforms. 

The game was totally original. Not surprisingly 
Ecco the Dolphin went on to be a major hit, 
being the fourth best-selling game of 1993. 

Now the sequel is here. 

Anyone expecting the same level of originality is going to be 
disappointed. In terms of actual gameplay, Ecco II: The Tides of 
Time is remarkably similar to the first game. The control method 
remains virtually unchanged. Even a lot of your foes are exactly 
the same... so v^hat is nev^? 

One aspect of Ecco that wasn't so hot was the variety in the 
game and that is the one element in the sequel that has been 
dramatically upgraded. There's a wealth of different tasks to 
complete along with all-new sections such as the graphically 
superlative 3D bonus stage and the scrolling water-tube sections 
(read about these in the showcase for full details). 

The storyline is even more bizarre than the first game, involv¬ 
ing time travel to a world where dolphins (who have evolved and 
can flyl) rule and where peace and tranquillity are the orders of 
the day... every day. Unfortunately, the evil alien vortex is set on 
changing history and only Ecco can save the marine world from 
the xenomorph invaders. 

Brain-rending storylines apart, there is no denying that Ecco II 
is an extremely classy game. The graphics are far superior to the 
first game and there are more of them. The sound also benefits 
from an increase in the variety stakes which is more than 
welcome. The gameplay is frankly superlative. Anyone who 
loved the first Ecco game should be bowled over by the quality 
of this adventure. 

However, SEGA MAGAZINE is aware that there were some 
people who weren't turned on by the first Ecco game. Frankly, 
Ecco II is unlikely to do anything to recruit those gamers to the 
cause of the plucky marine mammal. 


IBRIEG 
^ SECH 


PRICE: 

TBR 


A Get your Children-ln- 
Need 3D glasses! Yes, 
Ecco II is in 3D and the 
effect is pretty decent. 




























he flinkin' dolphin, innit? 


commEnT 


(ommEin 


LEnoBEn 


— —— To be 
^ honest, I 
found the 

^ ^ - puzzles, the 

- \ distinct lock 

action and 
the slow pace 

boring. Well, 
here comes the sequel and the 
added degree of variety 
certainly changes the score 
somewhat. The 3D sections, 
the aerial tunnels and the 
ridiculous plot certainly make 
it more entertaining to play. At 
the end of the day though, the 
mind-boggling puzzles still put 
me off. Still, as Ricardo says, 
this game isn't to everyone's 
taste and if you enjoyed the 
first one you'll no doubt enjoy 
the sequel as much as he did. 


Programmers 
Novotrade 
t Jr ^ f have handed 

™ ^ excellent 

- game. Ecco II: 

^ _ The Tides of 

^V^W^^^HftTime is a lot 
bigger and 
7^1 plenty more 

- impressive 

than the first game, with a 
vast array of superb levels 
and puzzles to plough your 
way through. The only thing 
I'm not particularly keen on is 
that a couple of the puzzles 
are frankly illogical - and one 
of them is on level two! I've 
printed the solution in the 
showcase, because I don't 
think there's any way that the 
average human will oe able 
to work it out! Apart from this 
gripe, I have no reservation in 
recommending this vast, 
intriguing and highly 
enjoyable marine adventure. 
This plays so well it deserves 
to sell even more copies than 
its illustrious predecessor 
(which is quite a lot, actually). 


iVE REUIEUI 




Presentation: 

Some superb 
graphical effects for 
the main presentation 
along with a highly 
useful password 
feature. 


Graphics: 

Utterly brilliant. The 
sprites and animation 
are excellent. The 
backdrops seem to 
defy the limits of 
16*bit graphics. 


Sound: 

A sizeable range of 
tunes; some ambient, 
some more techno- 
oriented, depending 
on the action 
contained within the 
appropriate level. 

Originality: 

Very original, 
since the only game 
that is anything like 
this is the game's 
predecessor. 


Playability: 

As fast and as 
smooth as ever - even 
just swimming about 
and performing 
amazing dolphin 
manoeuvres is a lot 
of fun. 

Challenge: 

The difficulty ramp is 
ruined by an illogical 
puzzle early on, but 
generally it starts 
easy and gets VERY 
difficult by about 
level ten. 

Instability: 

Plenty of levels and 
hods of challenging 
puzzles to get 
through before you 
do battle with the 
evil Vortex. 


OUERIILI: 

A brilliant 
game which 

will ao dawn 


like the first 
game. 
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STVIE: 
SHOOT 'Em UP 


PIHVERS: 
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I n the words of o certain song, "the devil owns a 
sawmill, and we are all trees". However, this song 
has two things wrong with it. One, the devil actually 
owns a luxury cruise liner, and two, it's a bit on the 
poor side. As a result if s sprung something of a 
mightv leak, destined to drown and destroy the feeble 
mortal passengers and damn them to a fate of eternal 
torture at the hands and talons of the gibbering 
demons of Hell, ahahahaaal 

This, predictably, is where you come in. You're Spim Spanner, 

Christian secret agent, and your job is to rescue the weak* 
minded holidaymakers from the clutches of The Dark 
Necromancer. This job is made all the more difficult by the 
dimwittedness of the cruisers themselves. Behaving not unlike 
lemmings, the travellers walk in a straight line until they 
encounter a wall or similar path-obstructing obstacle, 
whereupon they turn right around and start walking in the 
opposite direction. You have to manipulate the environment in 
the correct manner to lead these fools to safety before heading 
off to the next leaky compartment to repeat the job. If you can be bothered. 

Two or three years ago SS Lucifer would have been a top smart game, mixing platforms 
and puzzles as it does and offering several million levels. However, games such as 
Krusty's Fun House have already done this, and SS Lucifer really doesn't offer anything 
new. Not bad, but not particularly heart-stopping either. 




▲ Satan goes to Spain on his holidays 
of pain. In his Slow Boat to Barnet. 




J ust like Probotector, Mega Turrican involves an eight¬ 
way scrolling platform-infested playing area. Just like 
Probotector, you guide a large well-armed robot about, 
blasting things with a variety of smart weaponry. 

What's more, it's all rather good really. Based on the Amiga original, 
the German programmers have actually made use of the 
Megadrive's more advanced graphics capabilities to produce a 
superior blasting game that is good to look at and smart to play. 
There's even a fair amount of sprite-scaling in 
the game, which adds to the slickness of the 
product no end. 

The levels are vast and expansive, with plenty 
of hidden weapons and 1 -UPs to locate. The 
legions of enemy sprites are pretty 
unimpressive, arriving on-screen with 
predictable attack patterns. Blasting them to 
shreds is no problem. But much joypad 
dexterity is required to beat the later levels. 

When it comes down to it, a shoot 'em up is 
judged by its playability and gratification factor. You want to have 
fun watching those meanies explode - and you want them to com¬ 
bust in a particular decent manner. Mega Turrican fits the bill quite 
nicely, but the fact is that Probotector and Gunstar Heroes provide 
ten times more excitement than this release. 

- mm, 


^ Okay contestants, you've 
got three hundred and two 
seconds left. Finish making 
your giant meringue pies. 

























Presentation: 

Hey, there's options, o title screen, even a 
fish on the possv/ord screen. What more 
could you possibly wont? Eh? 


Chunky and quite Amiga-esque sprites 
and plenty of colourful backdrops, 
although the animation is nothing to 
write home about. 

Sound: 

The effcKts aren't so bad, but the music 
really is the most tortuouslv inane drivel 
you will ever hear in your life. 


Here's the ballroom and 
look, there's Pavarotti. 


This here is the water which 
floocis each compartment at differ- 
ent rates. Some fill up very quickly 
and others don't fill up at all. Once ^ ~ 

it reaches the passengers they start Run Pavarotti Brothers, 
to float/ which makes it rock hard Save yourselves! 
to rescue them, and if you leave 
them in the water for too long you 
can bet your booty they'll drown. 

YoU/ however, being such a hero, 

are equipped with a tank of lovely Ml liWHiMipibiKSgi 

air which allows you to breathe *' 

underwater for a limited period. —^-;-;—^- 


I hdven't got a 
personal problem 
% with SS Lucifer, 
f ^ ^ ] it's not like I 
f ^ want to fiaht it or 

anything, but I 
can't say it's all 
■ that exciting. 

.^There's a lot of 
game for your money and 
the later levels can be very 
tough, but once you've 
played it for a couple of 
hours you just switch off. 
There really isn't anything 
here most people haven't 
already seen. If you're a bit 
of a puzzle freak you'll most 
probably get a kick out of 
this. If, however, you're not 
really fussy about what type 
of games you buy, perhaps 
you ought to consicler some 
shelf surfing before you part 
with any cash for this. 


Not much, sodl 


Playability: 

Low on odronaur 


Low on odronauno but long on things to 
do, that's SS Lucifer. Responsive and well 
programmed for sure. 


Challenge: 


The difficulty level is well graded and at 
the top end is blinkin' linkin' rock hard, 
but the password system takes o lot of 
the hassle out. 

lastability: 

It'll take absolutely ages to complete and 
no mistake, but it's possible you just won't 
hove the potience to go through with it. 


Gosh! A dinghy! 
As a top rescuer 
you're equipped 
with one single 
inflatable to use in 
emergencies. Your 
dinghy holds one 
single person and 
protects them from 
the deadly sea 
water. It isn't, it 
must be said, much 
use, regrettably. 


Not bod, quite good fun in fact, but 
not exactly the scintillating excitement 
overlood of oil time. 


Presentatian: 

Very slick and professional with o nice 
intro and o decent array of options. 


People often 
judge a shoot 'em 
up by the quality of 
its bosses. Whilst 
not incredibly 
impressive. Mega 
Turrican is still 
pretty well catered 
for in this regard. 


Graphics: 

Some pretty decent bosses to check out. 
The sprites and backdrops moke this o 
good looking gome. 


Sound: 

Some pretty unexciting music bock: 
the proceedings. The sound effects 
ore excellent. 


E l really enjoyed 

playing this when 
it was an import 
release and it's 
good to see it 
hnally becoming 
official. The game 
is excellent fun to 
play and extreme¬ 
ly challenging. The 
only problem I have with it 
is that it's nowhere near as 
good as Gunstar Heroes and 
Probotector - games that are 
far more gratifying to play 
and technically miles ahead. 
Mega Turrican's a decent 
enough release, but check 
out the other games I 
mentioned before examining 
this effort. This game is 
getting on a bit (I remember 
playing the first Turrican 
game when I was at schooll) 
and more recent releases 
easily surpass this game. 


The lightning 
weapon of the 
original Turrican 
has been replaced 
by this grappling 
hook affair. Using it 
to reach far corners 
of the game map 
(and the obligatory 
power-ups) is the 
order of the day. 


Originatity: 

None. Well, negligable anyway. 




Playability 


Very easy to get into. Mega Turrican is 
instantly appealing and very playable. 


Challenge 

Quite diffkult - 


cploring the area and 
getting all those lovely power-ups is the 
order of the day. 


Lastability: 

Nice levels, but not really that many. Once 
you've seen them all, yau're unlikely to 
come back to the game. 


Very good graphics, 
don't you think? Speak 
up, the multi-eyed 
purple beast at the 
back, you're burbling. 


A decent blaster, but Gunstar Heroes 
and Probotector are far superior 
examples of the genre. 
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COnTROL: 

JOVPRD 


f there was ever a cartoon character 
ripe for conversion to a Nieaadrhfe, 

It's Mickey Mouse. Which/ minking 
about it, is probably why you can't move 
for Mickey games on whichever format 
you'd care to mention. World of Illusion, 

Mickey's Magical Quest, you name it, he's in 
it, ana now he's back again thanks to those lovely 
chaps and chapesses at Sony. 

This latest rodent-stylee platform caper is based on a number of famous 
Mickey Mouse cartoons through the ages, from his first appearance in 
Steamboat Willy in 1928 to 1990's The Prince and the Pauper. The enemies 
you face along the way are all directly taken from the relevant 'toon, as are 
all the backgrounds. Mickey even gets to hook up with his past selves, who 
help him out later in the game, in his final confrontation with equally>aged 
villain Pete. 

Whilst the prospect of another Mickey Mouse platform title may not imbue you 
with a sense of euphoria, this one promises to be rather different. The 
programmers have crammed every technique they've ever learned ever into 
this cart, making it one of the most visually stunning games of this type to hit 
the Megadrive in a very long time. Some of the examples of scaling and 
rotation, as seen in the castle-climbing levels, the crane-utilising sections or 
the spectacular moose-chase stage, are absolutely brilliant. Indeed, the 
originality of the game design which allowed the team to utilise such effects 
also deserves commendation. 

The trouble is, whilst Mickey's latest adventure certainly sports a fair amount 
of new ideas, it doesn't really have the fluidity of play contained in the current 
Dynamite Headdy/Earthworm Jim/Sonic & Knuckles triumvirate. Some parts of 
the game are extremely stop/start in nature and require Mickers to retrace his 
steps over and over again. It's not that the game isn't fun - it's a pretty good 
laugh - but in the last month alone three games hove hit the market which 
pretty much redefine the genre. If you're really struck on your Disney games, 
this will probably appeal to you, but we're inclined to recommend any of the 
current three roost-ruling titles above Mickey's newie. 


A Rock on Mkkeyl Ho ha hal Geddit? A rock is 
about to fall on Mickey's head. Aw shucks. 


A SIked mouse steaks comina up. Served with 
roast potatoes, Yorkshire pudding and sprouts. 






























































This is the Moose Chose level. Mickey is on 
the run from a large moose (obviously) and as 
he runs, panicked, towards the screen the 
ground rolls smoothly onward. This is one of 
the most impressive parts of the game, 
although it isn't too hard to complete, but it's 
well worth showing off to your mates. 


The giant dinner table level, a trademark of all Mickey 
Mouse games. This, however, is the most impressive of all. 




*^ *T V * 


A bit of puzzle-solving to tax 
your little brain. Golly! 



The first level is one of the most visually impressive in the 
whole game. The screen crackles to mimic the poor quality 
black-and-white film of the Twenties and the stage also 
features some very nice rotation indeed. Full marks to those 
wondrous graphic artists. 






A Hoo hoo. I'll bet that skeleton's 
doing little bone*shaped poops. 



A This crone swings towards the 
screen in o most impression fashion. 


—--' 

commaiT 


Jjjfak When I first 
^ iSP saw Mickey 

: ^ months back, 

I was really 
impressed by 
its technical 
. mastery and 
graphical 

11 [! ] excellence. 

, But since 

then. I've kept changing my 
mind over whether I like the 
actual game or not. Although 
there's plenty of original 
features and cutesy 
gameplay involved, the 
adventure seems to lack 
excitement and is a bit too 
slow paced for me. And once 
you venture past all the 
pretty rotation and 3D levels, 
it's not long before you 
realise that it's not actually 
that different to the Sonics 
and Mickeys that were doing 
the rounds a couple of years 
ago. Not appalling by any 
means, just a little lacklustre 
for my toste. 


commen 



RiiDion: 


r ^ 


There's a 
fluriy of 
*1 ^ platlarm 
3 nB activity 

^ ^ going on 

^ again at the 

moment. 
However, 
this time 
around most 
of the d 

games are of a surprisingly 
high ciuality. Mickey is hard 
to fault seriously, and the 
only reason we aren't sitting 
here going mad on it is 
because, unless you're 
enormously rich and can buy 
as many games as you like 
at any point, a number of 
superior games of the same 
type have recently hit the 
shelves. Mickey isn't bad at 
all, but it's a little slow- 
moving and there are some 
annoyingly repetitive 
sections in the game,which 
knock it a peg or so down 
from the fledgling classics 
currently doing the rounds. 
You won't be disappointed if 
you buy this, but you may 
wish you'd invested your 
dough in a copy of Dynamite 
Headdy a few weeks down 
the line. 


Presentation: 

A number of pleasant 
options and intros 
and so on, plus 
concise and 
unobtrusive in-gome 
presentation. 


A gorgeous collection 
of amazingly 
animated sprites 
and awesome 
backgrounds. 
Definitely the major 
asset of this gome. 


Lots of speech from 
the squeoky-voiced 
wonder himself, as 
well as sampled 
Pluto barks and a 
selection of fitting 
soundtracks. 


Originalitv: 

Although this is 
another platformer, 
there's a good 
measure of new 
ideas floating 
around. 


o doubt, but also o 
little bit too slow in 
terms of gome and 
progress to contend 
with some of its 
contemporaries. 


Lots of levels, and 
some of them are 
absolutely rock hard. 
Some are a little 
frustrating too. 


Lastabilitv: 

You'll certainly go 
bock to this once 
you've completed it, 
just to see those 
graphics again, but 
you won't get that 
much pleasure from 
the re-runs. 


OUERHIL: 

A good 
quality 
platformer 
which would 
have scored 
much higher 
six months 
ago. Worth a 
look for 
Mickey fans. 


7 












































cohere was a time when RPGs 
j were assumed to be the epitome 
111 of boredom. Cruddy graphics, 
repellent amounts of statistics and a 
distinct lack of excitement put them 
down there with Football Manager 
games in the alien mind torture stakes. But 
recently, titles like Landstalker have proved 
that RPGs can be as enjoyable as the best 
platformer or shoot 'em up. And so, into the thrilling 
new age of RPG's comes Sega's latest offering, Ragnacenty. 

There's little doubt that the programmers were inspired by Nintendo's 
popular Zelda series. As you'd expect from any post-Zelda RPG, the 
game follows a young adventurer as he battles monsters, picks up 
items and questions people while searching for clues to further his 
quest. Even the graphics bear remarkable similarities to Zelda. 

The differences in Ragnacenty, however, soon become apparent through the plot. You 
see, early on in the game our young hero loses his ability to talk to humans, finding he 
can only communicate with animals. This adds a slant to the game as our hero ends up 
talking to cows and chickens to find clues. What's more, some of these animals either 
teach him new abilities or join him in his quest. 

Although a highly enjoyable RPG, the strong exploratory nature of Ragnacenty slows the 
pace somev/hat and it may not be to everyone's taste. For experienced gamers who 
enjoyed Landstalker and the Shining Force games though, this could well be the next 
thing you're looking for. 


Beat these obstacle courses to 
win nice shiny medals. 



This bunny can teach you how 
to jump, but only if he trusts 
you. Get your dog to talk to him. 



What good grammar there is 
done in this game. Yah? 
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I f you had to 
make the 
ultimate 

Megadrive racing 
game, what type of 
vehicles would you bose 
it around? Formula 
One racing cars? 

Speedboats? Monster 
trucks maybe? Well, 
the ultimate 

Megadrive racer features ALL 
these vehicles and more besides, with 
one difference - they're all miniature toys and 
the tracks are made from furniture. Yep, Micro Machines 2 
has arrived! 

Following the success of the original Micro Machines, 

Codemasters have been hard at work on this sequel, and 
the result is superb. The theme may be the same, 
but all the original features hove been built on, 
making Micro Machines 2 far superior to 
its predecessor. 

There are now 17 different types of toy vehicle to 
commandeer, adding dragsters. Beetles, super 
sportsmobiles, Ferarris and even Mini Micro 
^chines, to name but a few, to the line-up. 

What's more, the tracks are far more varied, with 
over 30 different courses taking you from the 
more familiar dinner and snooker tables to 
pinball tables, the roof and even the toilet seat. 

There are more hazards too. Once deadly glue 
spots and pool balls now play second fiddle to such terrors as chainsaws, powerdrills, 
paint rollers and busy crossroads. Things even change throughout each race, as sandy 
bridges are washed away by the sea and knots fall out of treehouse planks. 

Most important of all though, all the controllability and responsiveness of the original 
Micro Machines is present, making this one of the most playable games around. Add to 
this the fact that you can have four-player races (without the need for a Sega-Tap), plus 
there's the option of an on-going league tournament and even a 16-player party feature, 
and what you have is simply one of the best Megadrive games in existence. 



A A daring jump to reach the paint 
roller. One of the all-new hazardsi 


This game is 
the just the 
best thing 
I've played 
for ages 
(high praise 
considering 
the wealth 
of top-notch 
games 

; we've seen 

.'i' - ■ iUi.U - during the 

last couple 
of months). 
As o multi-player experience, 
there's nothino that con touch 
it. With four players the gome 
ploys incredioly well - and 
being o J-Cort, there's no 
fiddling about with adaptors 
or anything. Even in single 
player mode. Micro Machines 
2 is superb. The different 
game configurations are 
great, ranging from the 
standard one-player mode to 
the head-to-head game, which 
enables you to get in loads of 
practice for the incredible 
multi-player 

tournaments you're bound to 
have. Easily supplanting 
Virtua Racing as the premiere 
Megadrive racing game. 

Micro Machines 2 is totally 
brilliant and well worth 
the asking price. 


D- 





















































A Splish, splosh, splash, sploosh. 



I wasn't too ^ 
keen on this 
to begin with 
because it 
really takes a 
while to actU' 
ally get into 
the adventure 
- Ragnacenty 
really does 
lack the initial 
hook that 
games like 
' Shining Force 


and Landstalker have. 
Persevere though and you 
uncover a deep/ highly 
entertaining adventure. 
Ragnacenty is gre^, but 
personally Td recc^mend 
Shining Force II and 
Landstalker before you get 
this. If you already own those 
titles and you enjoyed them, 
this is something of an 
^ssential purchase. i 


[The similari- 
Sties between 
Ragnacenty 
and Zelda 
, ^ may be 
S cheekily 
\ ^ close, but 
that's no 
bad thing in 
: my books 
I when the 
, end result is 

__. as good as 

this. The graphics are superb 
with wondeKul luminous 
colours, brilliant sprites and 
some lovely touches, such as 
leaving footprints on the 
sand or the incredible 
swirling clouds on later 
levels. The gameplay is 
great too, rewarding your 
progress throughout the 
game by giving you more 
powers and animals. What's 
more, the adventure is neat¬ 
ly broken up by the bosses 
you confront at various 
intervals. My only criticism is 
that the game starts quite 
slowly and at times there's 
a little too much exploring 
and not enough action, 
which may put off gamers 
looking for more instant 
gratification. Not as good as 
Landstalker, but definitely 
^p there with the top RPGs. 




Micro 

Machines is 
one of the 
best games 
around, but 
Micro 

Machines 2 
beats it 
hands down. 
The courses 
are just inge¬ 
nious and the 
gameplay is 
so absorbing that you really 
take each race seriously. Quite 
worrying considering you're 
actually dodging carrots and 
racing around the toilet seat. 

In one player mode the game 
is great, but in multi-player 
mode (especially four-player) 
Micro Machines 2 is untouch¬ 
able. Last month. Dynamite 
Headdy was my favourite, but 
Micro Machines 2 is, without a 
doubt, the best Megadrive i 

^game there is. J 




Even one player 
mode is highly 
challenging. S»ee if 
you con get a 
Super Lopl 


There's so much 
going on that you take 
bizarre things, like this 
drill, for granted. 


These bumps 
knock you in the air^ 
but watch you don't 
hit the flower-heads. 


© 

© 

© 

© 

© 
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Presentation: 


A highly polished gome with o nice enough intro 
and four sove positions. Just fine. 


Graphics: 

Very lavish looking with some wonderful 
backdrops, top-notch sprites ond a jamboree of 
little mode-to-impress touches. 

Sound: 

Some excellent spot-effects accompanied by a 
rather gruelling collection of tinkly tunes. 


Originality: 

Steeling many of its troits from other RPG's, 
Ragnocenty certoinly doesn't score highly in the 
ground-breaking stakes. 

Playability: 

In-game instructions mean you can get into the 
game straight away. The controls ore eosy-to-use 
too. 

Challenge: 

It con take time getting your head arour>d some 
of the puzzles. The baddies aren't so tough, but 
you can be worn down. 

Instability: 

There's plenty of gome in here ond even with the 
essential battery back-up, you'll be at it for 
weeks. 


OUEROLL: 

A top-grade RPG that is highly 
recommended to experienced 
adventurers. 



iSMiV'S REUIEUI 



Presentatian: 

Low-profile, but effective presentation. 

Plenty of options too, including time triois and a 
porty mode. 

Graphics: 

Stylish cartoon graphics intermingled with the 
occosionol scarily realistic sprite. Woit until you 
see those sliced corrots. 

Saund: 

Top-notch engines thot sound like Flesh Gordon 
rocket ships. Eoch cor has an individual horn 
sound too. The music is o bit gruesome though. 

Originality: 

This type of racing game is as old os the hills, but 
the wealth of ideos ond the fresh gomeplay puts 
Micro Mochines 2 in o league of its own. 


Playability: 

Just superb. Totally in 


t superb. Totally intuitive controls make 
Micro Mochines 2 about os ployoble as you 
could hope for. 

Challenge: 

Beating the one player option tokes some doing 
and honing your skills on eoch track is essential 
to survive the multi-ployer roces. 

Lastability: 

Even after you've completed the one-ployer 
game, there's o league tournoment. And the 
multi-ployer gome will last you forever. 


OUEROLL: 


Simply one of the best gomes around. 
Make sore* you get H. 






































































J urassic Park... the very name brings back such fond memories f 
members of the SEGA MAG crew. Oh how we enjoyed those 
special press screenings. Oh how we laughed when David ^'Kid' 
Jensen and his, um, ^^kids", got sent to the back when they tried to 
skip the queue. And the film was pretty damn great as well. Of 
course, a pretty decent Megadrive game followed. 

Now the film is about to be released and the near-extinct Jurassic Park hype 
machine has been resurrected. To coincide with this video release, Sega 
have out together this enhanced version of the old JP game. Super Jurassic 
Park, if you will, or Jurassic Park: Rampage Edition to give it its more formal 
moniker. 

Our first thoughts on this game were 
basically, "'so it's not much different 
from the first game then". It's still a 

platform game. You can still control ^ 

both Alan Grant and A Raptor esq. So g I 

what's new? After in-depth SEGA MAG I k 

investigation we can report that this I H 

game is a lot better its predecessor. ■ H 

Basically, the action is a lot faster, I H 

slicker and smoother. The levels are 

packed with a variety of new features 

such as ladders, deathslides and even 

dinosaurs you can ride. It's all a lot 

more impressive than the last Jurassic 

The game is also a lot meaner than 

the previous version. In the old game j 

you could only "stun" the dinosaurs. In I 

the Rampage Edition you can shoot ^ _ I 

them, electrify them and torch them 

with the all-new weaponry. It really is 

quite entertaining - although your 

mission is primarily one of conservation, so killing 

off the dinos doesn't help your 

Although it doesn't offer anything new or overly 
exciting, there's no doubt that Jurassic Park: 

Rampage Edition is a solid, highly entertaining 
Megadrive It's what the original game 


A Shock dino-insHgated abduction, 


REIEHSE 


The gome is challenging enough. However, you con ploy 
the gome os both the Raptor and Alan Grant. The playing 
experience is totally different for each character. 


The backdrop graphics are 


- JX 

something of a mixed bag. 

- .*• 


Some of the earlier levels are 



okay, whilst later stages boast 



Lstunning graphics like these. 
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A Watch out for the T- 
Rex attack whilst you 
pleasantly sail along 
in your nice raft. 


A Even the very backdrops are alive 
with evil! Welh some of them any 
way. Here/ even the supply boxes 
explode. Mind you're not too close. 


commoiT 
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I can't say 
that the last 
Jurassic 
Park game 
was particu¬ 
larly 

enthralling 
and I wasn't 
looking 
forward to 
seeing this 
sequel. When it came to it 
though I was pleasantly 
surprised by the quality of 
this game. There's plenty to 
do and it's a really tough 
game as well/ but the 
gameplay is good enouah 
to keep you coming back to 
the console. This certainly 
isn't an A-rated game/ but it 
deserves to do well. 


The last 
Jurassic 
Park game 
was very 
rough 
around the 
edgeS/ but 
proved to 
have a fair 
amount of 
entertain¬ 
ment value. This newer 
version is a lot better. The 
graphics and sound have 
been radically improved/ as 
has the playability. The 
game is excessively 
challenging too (even on 
EASY mode) which should go 
down well with people after 
a lastable title. In fact/ the 
only thing I don't like about 
the game are the black 
outlines around each sprite. 
But I think I can live with 
that. Rampage Edition isn't 
an essential purchase/ but it 
is worth investigation. 


mCHRRDi 

IHIDBEnBI 


entertaining 

platform 

blaster. 


Presentation: 

A couple of nice 
screens along with a 
decent range of 
options and difficulty 


The backdrops range 
from decent to pretty 
darned superlative. 
The sprites are good 
for the most part. 


A brilliant range of 
superb dino samples 
which really give the 
game a decent 
atmosphere. The 
music could've been 
better. 

Originnlitv: 

As Paul Daniels 
would doubtless 
interject at this 
juncture: "not a lot". 


Playability: 

Very smooth and 
very slick, Jurassic 
Park: Rampage 
Edition is easy to get 
into and quite 
enjoyable. 


[j] 
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The dinosaur conservation tally chart. 
And the level select screen. All in one. 


A shooting game is often judged by the 
quality of its power-up weaponry. Rampage 
Edition is replete with decent firearms including 
Ml6 rifles, grenades, flamethrowers and 
taxers. Well, take a look for yourself at these 
fine screenshots. 


mmm 




i The aviary level. 




























































PRESEnTIITt0n84% 

CRIIPNIC5a2S 

sounom 

PLRVRBILITVm 

OIIIUEnGE87S 

LRSTRnUTV9a% 

ouBmum 


A Even 
though 
Heoddy 
doesn't quite 
have all of 
the features 
of the stun* 
ning 

Megadrive 
title/ if s still 
very good 
indeed. 


Only a complete fool could hove failed to notice the 
amount of Mortal 2 coverage swamping the world at the 
moment. That Baraka bloke Is everywhere - on the cinema 
advert/ on Gamesmaster/ even sitting in the SEGA MAG 
offices playing Dynamite Headdy. Oh sorry, thaf s Tom 
Guise. Anyway/ you'll doubtless be familiar with the Mortal 
synopsis - destroy everyone in as brutal and bloody a way 
as possible - and so we'll get right on with telling you 
about the quality of the game. 

Mortal Kombat 2 on the Master System is a pretty much 
complete port-over from the much-lauded Game Gear ver¬ 
sion. As a result/ this means you're restricted to the same 
choice of eight characters/ but none of the actual moves 




BY SEGA 

SYSTEM: GAME GEAR 
SIZE: 4-MEG 
RELEASE: NOVEMBER 
PRICE’ TBA ^ Look. Ifs Dynamite Headdy. 

And ifs amaxing. All right? 

Here at SEGA MAGAZINE/ we're of the firm belief that 
Dynamite Headdy is one of the greatest MegadrIve adven¬ 
tures ever witnessed/ so we're more than happy to take a 
look at this new Game Gear version. 

Of course/ in terms of technical trickS/ screen-high bosses 
and awesome speech/ the Game Gear translation can't 
hope to compare to the original. A lot of the Megadrive ver¬ 
sion's playability came from the use of advanced technical 
trickS/ so in that respect the Game Gear version suffers. 
However, Treasure have concentrated on what the Game 
Gear can do in order to make up for it, and the result is one 
of the greatest 8-bit platform games yet seen. 

The gameplay remains similar - run around the platform 
environs, using Headdy's propelling noggin to "climb" 
around the landscape and headbutting evil enemy sprites 
into submission. Different heads are available for different 
purposes - from sleepy head (which gives you energy back) 
to vacuum head (which sucks in every object and meanie for 
screens around). 

The graphics remain as crisp and original as the original's 
and the sound's not bad either. Thankfully, the secret bonus 
points from the Megadrive version remain, which significant¬ 
ly adds to the game's replay factor. 

Dynamite Headdy is a major contribution to Game Gear 
excellence, and well worth immediate investment. 

RICHARD LEADBETTER 
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TUB OF me 
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Ecco II: The Tides of 
Time. It's really good. 

As you con see here. 



BY: SEGA 

SYSTEM: GAME GEAR 

SIZE. 4-MEG 

RELEASE: NOVEMBER 
PRICE: TBA 


Ecco the Dolphin remains one of the most innovative Game 
Gear releases to date. Its eight-way scrolling underwater 
adventure is large and difficult to complete, offering superb 
value for money. 

Now the sequel has arrived, and it's just as good as the first 
game. This is mostly down to the fact that basically, it IS the 
first game - a lot of the new features in the Megadrive version 
haven't made it into the 8-bit version, which is a great pity. 
What is left though is a deep arcade adventure with more than 
its fair share of taxing puzzles and underwater action. In these 
respects, it is significantly superior to the original 8-bit Ecco 
game. The game is even harder, the puzzles being a lot more 
grandiose than the first version. 

And of course, the game's graphics have been spruced up con¬ 
siderably, although they're nowhere near as complex as the 
Megadrive version's. Although nice to look at, this 8-bit version 
does lack a lot of the sheer atmosphere inherent in the 16-bit 
game. 

Don't think that I really despise Ecco II. As I said, it's a perfectly 
decent arcade adventure which should "go down" well with 
people who liked the old version. What it does have in common 
with the Megadrive version is that people who weren't particu¬ 
larly struck with the first game are unlikely to be drawn to this 
sequel. 

RICHARD LEADBEHER 




are lost, so things aren't that bad. The trou¬ 
ble is, the code wasn't really developed for 
larger screens than that of the Game Gear, 
so when you bung It on your home monitor 
the action seems to be a little flickery and 
quite jerky in places. This said. Mortal 2 is 
easily the best beat 'em up on the Master 
System, and if that's the market you're in this 
is the cart for you. If, however, you're not 
particularly fussy about your genres, you 
might like to peruse the shelves a little 
longer. 

RAD AUTOMATIC 


BY: ACCLAIM 
SYSTEM: MASTER 
SYSTEM 
SIZE: 4 MEG 
RELEASE: NOV 
PRICE: TBA 


PRC5aiTIITI0n:90% 

CRnPHICS: 89 % 

S0UnD:79% 

PlRVnBRITV:82% 

(HniLBICE:B4% 

LnSTIIBIllTV:89% 

0UeWll:84% 








































































































Spider-Man returns again for another videogames outing, and once again Marvel fans are in for a bit 
of a disappointment. It's not that Maximum Carnage is a bad game at all. The sideways scrolling beat 
'em up action is quite good, actually. It's just that if you changed the main sprites and removed the 
admittedly impressive comic cut-scenes, you're left with yet another pretty average combat game. 
Streets of Rage 3 doesn't have much to worry about, to be honest. 

Speaking as a Spider-Man fan myself, I must admit to growing increasingly exasperated with the 
depiction of the web-slinger in Sega games. It's as if the programmers have no idea what Spidey is 
actually capable of. Where are the 30 foot leaps, the spider senses, the spider-strength for that mat¬ 
ter? Venom is also a bit of a lost causey since he is no more vicious than Spider-Man (and the whole 
point of the comics series on which the game is based was to point out the differences between their 
methods and philosophies). Also, his alien costume hardly does anything, which is a real shame con¬ 
sidering that the entire comics series wouldn't have occured if the symbiotic costume wasn't about. 

If only all of the memory spent on the nice cut-scenes had been used on making the characters more 
like comics counterparts... Maximum Carnage is a decent enough, playable beat 'em up. But by disap¬ 
pointing the comics fans, surely the coders are alienating the people most likely to buy the game? 
RICHARD LEADBETTER 
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BY: ACCLAIM 
SYSTEM: MEGADRIVE 
SIZE: 16 MEG 
RELEASE: OUT NOW 
PRICE: £49.99 
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Suffering suckatash - well, suffering anyway - comedy 
cartoon duo Sylvester and Tweety Pie are the latest 
excuse for a Megadrive platform game. You, as games 
player, are given the opportunity to ploy as the wily 
Sylvester and finally shut that irritating know-all bird up 
for all time. Of course, Tweety is wise to your plans, as 
usual, and spends the entire of each level running 
away from you. Your task is to follow him to each of his 
hiding places around the level, solving the obligatory 
platform puzzles along the way, until you finally catch 
up. Of course, some unsuspected turn of events always 
sees Tweety off to safety at the end of each stage, leav¬ 
ing you free to repeat the exercise again and again. 
And aye, there's the rub - after a very short while 


indeed pointlessly chasing your least favourite 
cartoon character around a number of levels 
and constantly stacking crates (a needlessly 
fiddly task) to gain a vantage point com¬ 
pletely loses what appeal it may ever have 
had. This is not the kind of game which you 
should bog down with endless "logic" puzzles 
and hide 'n' seek faffing, Sylvester and 
Tweety above all games should be a fast- 
paced example of mass household destruc¬ 
tion, instead of the coy and frustrating num¬ 
ber it's turned out to be. Nice graphics, 
shame about the game. 

RAD AUTOAAATIC 


BY: TIME WARNER 
SYSTEM: 
MEGADRIVE 
SIZE: 16-MEG 
RELEASE: NOV 
PRICE: TBA 
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BY: ACCOLADE 
SYSTEM: MEGADRfVE 
SIZE: 16 MEG 
RELEASE:OCTOBER 
PRICE: TBA 

The original Bubsy game received rather lukewarm 
reviews, criticised for being bland and highly derivative 
of a certain other Sega game starring a blue hedgehog. 
And to be honest, I can't see that the programmers hove 
taken much of the crticism on boord vdien they pro¬ 
grammed Bubsy II. Sure, it's bigger, with more 
labyrinthine platform levels and a f^ more bonus 
games, but these small tweaks make not an ounce of 
difference to the gameploy - which, let's face it, was bad 
enough the first time around. 

In fact, it could be argued that Bubsy II is even worse 
than its average predecessor, as the graphics, although 
slightly better, still looking very doted, ar»d the program¬ 
mers hove had over a year to iron out ar»y teething 
problems found in the first version. 

And as if all this isn't bad enough, there's yet arK>ther 
crucial factor that the designers seem to have over¬ 
looked. For all his quirky speech samples and "hilarious* 
comedy death sequences Bubsy just isn't funny - he's 
more like anrK>ying piece of chewing gum that keeps 
getting stuck to your shoe. Only maybe a bit more irritat¬ 
ing. 

O^rall an altogether uninspired releose thot isn't exoct- 
ly oppallirrg, just bland aruJ incredibly tired-looking. 

SAM HICKMAN 
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Next month, we grab hold of the nearest shotgun and 
chainsaw and ready ourselves for the one game that 
everyone is talking about... DOOM! 




• Yes, that's right, SEGA MAGAZINE has the exclusive on 
what is perhaps the most violent (and yet totally 
stunning) game ever conceived. Boasting the best 3D 
graphics ever seen, DOOM is the game that's going to 
make or break the new Megadrive 32X system... and of 
course, we've got it first. 


• Oh, and lest we forget, we'll also be giving you the 
exclusive review of Virtue Racing Deluxe on 32X along 
with unparalleled coverage of Star Wars Arcade. Can't 
say fairer than that eh? 


• Of course, SEGA MAGAZINE will still contain the very 
best coverage of the most superb games of the month 
including Dino Dini's Goal! along with the hottest pre¬ 
views, news and reviews. 


• Issue 12 of SEGA MAGAZINE, out November 15. An 
essential purchase if ever there was one. 
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FROM THE CREATOR OF MICRO MACHINES ' 
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COMING SOON FROM Codemasters (ju 
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